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Welcome to lucky Issue 13 of Footprints! We have a veritable smorgasbord of gaming 
material for you. We have the excellent "Tower of the Elephant" scenario, allowing 
yourplayersto tread in the stepsof none otherthan Conan himself. We furtherhave 
a dastardly new NPC Class: the Hounganto bedevil yourPCs Also included are articles 
on druids, vampires and a pair of bizarre new monsters certain to confound even 
jaded players. 

Tnisissue'scover, "Dungeon Encountersof the Strange Kind," wasdone by Raymond 
E. Gaustadnes You can find more of his excellent work at www.digitalartwork.no. 
Best of all, his works a re available asprintsatwww.shockbolt.deviantart.com/prints. 
Please checkout his portfolio. 

As always, I extend my thanks to our contributors and readers. A fan-driven 'zine 
such as this would not exist without you. Please keep submitting your materia I. Let's 
keep ourDungeons& Dragonsalive and in print. Game on! 
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THE HOUNGAN 



A New NPC Class 
By J a son Blair 

AUTHOR'S NOTE: I want to acknowledge the various authors of the Witch NPC class 
(Dragon 114) and Len Lakofka's Death Master (Best of Dragon vol. 4), from which I 
incorporated some ideasand altered some spells. 



The houngan (ormambo if female) is the 
inva riably evil priestly rulerof the Voodoo 
religioustradition. They are the preservers 
of rituals and the conduits between the 
living and the dead, as shown by their 
common practice of painting theirfaces 
like skulls during rituals. Their spells are 
somewhat less healing-oriented than 
those of typical clerics, with particular 
affinities to wards serpents, lightning, and 
the undead. Much of their magic is 
accomplished through elaborate rituals, 
involving sacrifice, manic dancing, and 
wild chanting. 

The houngan is a sub-class of the cleric, 
although ratherthan being beholden to 
a particular deity, the houngan honors 
and worshipsa variety of demigods and 
lesser spirits known asloa. Hounganscan 
be of any Evil alignment. 

In orderto become a houngan, one must 
possess the following ability scores: 
Intelligence 13, Wisdom 15, Dexterity 13, 
and Constitution 13. Houngan have no 
prime requisites, so they receive no earned 
bonus to experience. Only humans, half- 
elves, and half-orcs(limited to level 7) can 
become houngans, and multi-classing is 
not possible. 

Houngans have 8-sided hit dice and 
receive 1 hit die per level up to and 
including level 11; thereafter they gain 2 
hit points per level. Houngans receive 



constitution bonuses and save as clerics, 
and attackasclericsaswell. 

All houngans start with three weapon 
proficiencies, two of which must be the 
club and saber(scimitar). They receive an 
additional proficiency every four levels 
beyond the first. Allowable weapons 
include: bo stick, club, dagger, dart, jo 
stick, lasso, qua rterstaff, scimitar, sling, and 
spear. They are limited to leather armor 
and wooden shields. They may use any 
magic item usable by clerics. Both oil and 
poison are freely used by houngans. 

Houngans gain new spells by appealing 
to the loa, in the same mannerasclerics 
pray to their deities. They also receive 
bonus spells according to wisdom, just as 
clerics do. Because of the lack of direct 
connection to one particular deity, and 
due to the capricious nature of the loa, 
there is always at least a 5% chance of 
spell failure, regardless of the houngan's 
wisdom. 

Followers and Apprentices 

Once a houngan reaches 9th level 
(Houngan), he may erect a place of 
worship and begin to attract followers. 
Initial followers a re: 

10-40 zero-level serviteurs(see 
below) 

2-8 level 1 fighters 

1-2 level 1 houngan apprentices 
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Each additional level ad dsanother 10-40 
serviteurs. 

Special Abilities 

All houngan are able to turn (control) 
undead asa cleric of equal level, and will 
gleefully employ such undead intheirown 
pursuits Undead will notattacka houngan 
unless they fail a saving throw of 8 (this 
does not apply should the houngan 
initiate combat orattempt to turn and fail). 

Houngans have a special affinity with 
serpents— they deal with these creatures 
asthough the first level druid spell animal 
friendship spell were in effect. Magical 
serpentlike creatures (such asdragonsor 
coatl) are not included. 

Otherabilitiesare gained at higher levels: 

Create Minor Ason (2nd level): This is the 
houngan's magic rattle, generally made 
from a calabash gourd filled with bits of 
exotic bones. Fashioning the ason requires 
400gp worth of materia Isand two fulldays 
of creation and ritual. The end result is a 
club +1 (target must also save versus 
breath weapon or receive 1-4 hit points 
of electrical damage on a successful hit). 
If the ason is shaken and the command 
word given, all undead within 100 yards 
will come to the houngan at full speed. 
Unaffiliated undead called by a minor 
ason can be turned into servitude with a 
+2 bonus. Any characters of good 
alignment who attempt to pick up the 
ason take 1-8 pointsof electric a I da mage 
(no save). 

Speak with Undead (3id): Usable at will. 
Thisdoesnot create a compulsionto obey 
and will notoperate on mindlessundead. 

Create Minor Gris-Gris (4th): This is a small 
cloth bag containing herbs, oils, bones, 



hair, lodestones, coins, and so on, woven 
togetherwith dark magic. It iscreated with 
200gp of materia Isand three daysof ritual. 
Carried asa talisman, it confers protection 
from good and +1 on saving throwsto the 
houngan. A successful dispel magic cast 
on it renders the gris-gris inoperable fora 
full day. This fetish does not operate for 
anyone otherthanthe houngan; ifa good 
character attempts to open it, the bag 
springs open and sprays the contents of 
the bag onto the opener (save versus 
poison ortake 20 pointsof damage). 
Create Voodoo Doll (6th): The infamous 
voodoo doll a I lows the houngan a special 
linkto a victim, enabling multiple levelsof 
misery and mischief. The actual creation 
of the doll (made of clay, wood, orstraw) 
takes 12 uninterrupted hours of ritual, 3000 
gp worth of gems (consumed in the 
process), and requires that something 
sympathetic to the target (hair, a 
treasured heirloom, etc.) be incorporated 
into the doll. Possession of the doll 
automatically enables the houngan to 
know the general vicinity of the character 
in question. Using the doll, the houngan 
can do various things to the target, but 
only two effects may be attempted per 
day; doing too much to the doll at once 
destroys the sympathetic connection, 
rendering the doll useless. The target may 
save versusspellsto avoid each effect, but 
the various effects are cumulative if not 
successfully saved against. 

The effects usable by the houngan, and 
the level required: 

• Cause Pain (level 6): Sticking pins 
in the doll, causesthe victim to be 
-1 to hit per pin while the pin is in 
place. Multiple pinsare cumulative. 

• ESP (level 7): The houngan makes 
an incision into the scalp of the doll, 
enabling him to read the surface 
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thoughtsofthe target (see ESP, MU- 
2). Duration is 1 round per level of 
houngan. 

• Message (level 7): Writing on a slip 
of paperthat is stuck into the doll's 
mouth enablesthe houngan to use 
the victim's mouth to voice a 
message of his choosing. 

• Deafness (level 8): Mutilating the 
d o II' s e a r c a use s deafness (a s the 
illusionist spell of the same name). 

• Slence (level 8): Stuffing the doll's 
mouth causessilence (though only 
the victim isaffected). "finis save is 
made at +2. 

• Blindness (level 9): Covering the 
doll's eyes renders the victim blind. 
See the reverse of cure blindness. 

• Seeing (level 9): This enablesthe 
houngan to see exactly what the 
ta rget sees. Duration is 1 round per 
level of the houngan. This save is 
made at-2. 

• Charm (level 10): Thisactsasthe 
equivalent of charm person. Note 
that if the charm fails, the doll is 
use less the re after. Thissave is made 
at-2. 

• Weakness (level 10): Stretching the 
doll'samnsand legs results in a loss 
of eitherl point of Strength orl point 
of Dexterity (houngan's choice). 

• Illness (level 11): Caused by slowly 
tearing off piecesof the doll, this is 
the ultimate in suffering. Each day 
this is in effect, the victim loses4 hit 
points. The loss is permanent and 
cannot be cured. 

The houngan can only possess one 
voodoo doll at a time, and only damage 
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to the doll caused by the houngan has 
any effect on the victim. Only the death 
of the houngan orthe destruction of the 
voodoo doll will return the victim to 
normal. 

Speak with Dead (7th): Usable once per 
day. The houngan accomplishes this via 
nailing a poppet scrawled with questions 
to a withered tree to act asa messenger 
to the netherworld. The answers return 
within an hour, also scrawled on the 
poppet. 

Create Major Gris-Gris (8th): This is an 
expansion of the houngan's minor gris- 
gris; another 2,000 gp of materials and 
another week of ritual fills the cloth bag 
with even more netherenergy. It confers 
protection from good, +2 on saving throws, 
and fire resistance (as the ring) on the 
houngan. This fetish does not operate for 
anyone otherthanthe houngan; ifa good 
character attempts to open it, the bag 
opensand sprays its contents of the bag 
onto the opener(save versuspoison at-1 
ortake 50 pointsof damage). 

Create MajorAson (9th): A more powerful 
version of the minor a son, this fearsome 
rattle req uires 6,000 gp in materia Isand a 
full week of intense ritual. The end result 
here is a club +3 (target must save vs. 
breath weapon on a successful hit or 
receive 1-8 hit pointsof electrical da mage 
and be stunned 2 rounds), often in the 
shape of a skull festooned with brightly 
colored feathers and radiating nether 
magic. If shaken with a command word, 
all undead within 300 yards will come to 
the houngan at full speed. Unaffiliated 
undead called by a major ason can be 
turned into servitude with a +5 bonus Any 
characters of good alignment who 
attempt to pick up the ason take 2-16 
pointsof electrical damage (no save). 
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SPELL LIST 



Level Four 



Level One 

1. Animate skeletons (new spell) 

2. Command (C-l) 

3. Detect good/ evil (C-l) 

4. Detect invisibility (MU-2) 

5. Detect magic (C-l) 

6. Lightf Darkness (C-l) 

7. Predict weather (D-l) 

8. Purify/ Putrify food and drink (C-l) 

9. Protection from good/ evil (C-l) 
ID. Remove/ Cause fear (C-l) 

11. Resist lightning (new spell) 

12. Ritual (new spell) 

13. Shocking grasp (MU-1) 

14. Slow poison (C-l) 

Level Two 

1. Animate zombies (new spell) 

2. Augury (C-2) 

3. Clairaudience (MU-3) 

4. Clairvoyance (MU-3) 

5. Cure/ Cause light wounds (C-l) 

6. Evil eye (new spell) 

7. Hold person (C-2) 

8. Levitate (MU-2) 

9. Obscurement(D-2) 

10. Resist cold (C-l) 

11. Resist fire (C-l) 

12. Shield (MU-1) 

13. Snake summoning I (new spell) 

14. Speak with snakes (new spell) 

Level Three 

1. Animate animal skeletons (new spell) 

2. Call lightning (D-3) 

3. Continual light/ darkness (C-3) 

4. Cure/ Cause disease (C-3) 

5. Death armor (new spell) 

6. Dispel magic (C-3) 

7. Neutralize poison (C-4) 

8. Nightmare (new spell) 

9. Protection from lightning (D-4) 

10. Remove curse (C-3) 

11. Remove paralysis (C-3) 

12. Snake summoning II (new spell) 



1. Animate juju zombies (new spell) 

2. Divination (C-4) 

3. Evard's black tentacles (MU-4) 

4. Fear (MU-4) 

5. Invisibility (MU-2) 

6. Lightning shield (new spell) 

7. Mirror image (MU-2) 

8. Protection from cold (new spell) 

9. Protection from fire (D-3) 

10. Shock (new spell) 

11. Snake summoning III (new spell) 

12. Wall of bones (new spell) 

Level Five 

1. Cure/ Cause serious wounds (C-4) 

2. Cloud of pestilence (new spell) 

3. Fry (MU-3) 

4. Gaseous form (new spell) 

5. Instant animate dead (new spell) 

6. Insect plague (C-5) 

7. Plane shift (C -5) 

8. Sow (MU-3) 

9. Telekinesis (MU-5) 

10. Tongues (C-4) 

11. True seeing (C-5) 

12. Word of recall (C-6) 

Level Six 

1. Animate object (C-6) 

2. Blade barrier (C-6) 

3. Cure/Cause critical wounds (C-5) 

4. Conjure lightning quasi-elemental (new 
spell) 

5. Death spell (MU-6) 

6. Dispel evil/ good (C-5) 

7. Power word, stun (MU-7) 

8. Ray of weakness (new spell) 

9. Wards of defense (new spell) 

10. Torment (MU-7) 
Level Seven 

1. Banishment (MU-7) 

2. Confusion (D-7) 

3. Control weather (C -7) 

4. Energy drain (MU-9) 

5. Finger of death (D-7) 

6. Gate (C-7) 

7. Lie hdom (new spell) 

8. Power word, blind (MU-8) 

9. Regenerate (C-7) 

10. Withering (new spell) 
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SPELL EXPLANATIONS 

Duplication: Certain spellsane duplicates 
of existing spells. These spellsare noted by 
the presence of a letter-number symbol, 
designating class and level. These spells 
are identical (effects, verbal and somatic 
components, casting time, etc.) apart 
from differences noted in the text. All du- 
plicated spells that are reversible in their 
original forms are also reversible as 
houngan spells. 

Material components: All new spells have 
verbal and somatic components. Mate- 
rial components (if any) will be noted in 
the text. Any spells that normally require 
mistletoe (generally all Druid spells) use 
ground bone dust when cast by a 
houngan. 

LEVEL ONE: 

I. Animate skeletons: Range 1", Duration 
Permanent, Area of Effect Special, Cast- 
ing Time ltum.Thisspellcreateslowlyskel- 
etonsfrom the bonesofdead humansor 
demi-humans; these skeletons will be 
completely loyalto the houngan who cre- 
ated them. The houngan can animate 1 
skeleton for each level of experience. 
Unlike the skeletons created by animate 
dead (C-3), these skeletons cannot be 
destroyed via dispel magic. The material 
component forthis spell isa salve costing 
20 gp perskeleton to be animated, and 
requiring preparation time of 15 minutes 
perskeleton. 

II. Resist lightning: This spell is identical in 
all respects to resist cold (C-l), except of- 
fering protection from electricity. It affords 
+3 to saving throws and halves damage 
sustained against electrical attacks. 

12. Ritual: Range Special, Duration Varies, 
Area of Effect Special, Casting Time Spe- 
cial. Ritual hasa numberof applications, 



depending on the level of the houngan; 
the length and difficulty of the elaborate 
rituals enables the houngan to cast some 
spellsthat would otherwise be impossible. 
Every ritual hasa 5% chance of failure. 

Level 1: Empowerment: A relatively 

simple ritual requiring the sacri 
fice of only a single goat and 3 
tumsof dancing and chanting. 
Upon completion, the houngan 
and anyone in attendance re 
ceivesthe benefit of a bless 
spell forone hour. Undead are 
excluded from this benefit. 

Level 3: Initiate serviteurs: This ceremony 
grants the serviteurs the power 
to be possessed by minorloa 
(see serviteursin the appendix). 
Many sma II a nima Is a re sa c ri 
ficed asthe potential serviteurs 
maniacally dance forhoursto 
drumbeats until they are pos 
sessed one afterthe otherby 
loa. Those deemed unworthy by 
the loa are also possessed but 
are forced to dance themselves 
to death. 

Level 5: Ordination: This ritual enablesa 
willing and capable candidate 
to become a level 1 houngan. 
The candidate undergoesa se 
ties of magical emotional and 
physic a I torments for a period of 
one hour, which are orches 
trated by the houngan. If the loa 
are pleased atthe 
candidate»fs response, he is 
granted his first hit die and the 
ability to memorize spells. If the 
loa are not pleased, the candi 
date is slowly immolated into 
ashes. 

16: Fog: Upon completion of this 
half-hour ceremony, thick fog 
poursoutof the shrine and blan 
ketsthe surrounding area in a 
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one-mile radius. Tne effectsare 
identical to a wall of fog (1-1). 
Hie fog lastsfortwo hoursand 
has a slightly swampy smell to 
it. 

Level 7: Mental invigoration: This cer 

emony lastsone hourand costs 
400 gp in mate rials sacrificed to 
the loa. Upon completion, the 
houngan can memorize one 
extra first, second, and third 
level spell forthat day. 

Level 8: Teleport: By means of this ritual, 
the houngan can mimic the ef 
fects of teleport (MU-5). Tniscer 
emony requiresa full half hour 
of chanting and eitherthe hom 
of a ki-rin orthe paw of a blink 
dog. "Ihe chances of failure are 
the same as the MU spell. 

Level 9: Desecrate ground : This enables 
the houngan to establish a 
place of worship. Hie shrine 
generally consists of a small in 
scribed altar dec orated with 
bottles of rum, bone fetishes, 
feathers, and va riousotheritems 
and curios In the centerof the 
shrine standsa pole that is used 
to communicate and channel 
dark energies. Total cost of the 
structuresmustbe at least 12,000 
gp.Tne ceremony consists of 
twelve hoursof dancing, sing 
ing, and continual animal sacri 
fices. Clerical spells cast by 
Good clericsare saved against 
with a +1 modifier, and undead 
are turned asthough the cleric 
were two levels lower while on 
desecrated ground. Tne entire 
shrine will radiate intense evil. 

Level 11: Hand of Glory: Tne centerpiece 
of thiselaborate summoning 
ritual is the Hand of Glory, the 
actual hand of a murdererthat 
hasbeen magic ally altered and 



encrusted with gems (no less 
than 10,000 gp in value). First, a 
protective circle must be drawn 
around the altar, then protec 
tion from evil is cast. Two unin 
terrupted hoursof chanting and 
dancing are followed by the 
sacrifice of a human ordemi- 
human. Upon completion ofthe 
sacrifice, the Hand acts as a 
gate, summoning a daemon, 
demon, ordevil. Tne houngan 
receivesthe servicesof the sum 
moned creature fora period of 
1 day. Opening a gate using a 
Hand of Glory agesthe 
houngan 1 year. 

Note: Interruption ofthe houngan in any 
ritual before itscompletion spoils the spell 
completely. Given the manic and raucous 
nature of these rituals, it is highly unlikely 
that mere noise will suffice. 

LEVEL TWO: 

1. Animate zombies Range 1", Duration 
Permanent, Area of Effect Special, Cast- 
ing lime 1 turn. Tnis spell creates zombies 
from the bones or corpses of dead hu- 
mans or de mi-humans; these zombieswill 
be completely loyal to the houngan who 
created them. Tne houngan can animate 
1 zombie for each level of experience. 
Unlike the zombies created by animate 
dead (C-3), these zombiescannot be de- 
stroyed via dispel magic. Tne material 
component forthis spell isa salve costing 
30 gp per zombie to be animated and 
requiring preparation time of 30 minutes 
perzombie. 

6. Evil eye: Range 12", Duration Special, 
Area of Effect 1 to 3 creatures, Casting 
lime 1 segment. Upon uttering the com- 
mand word, the houngan's eyes glow a 
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hellish purple. He can then direct hisgaze 
upon up to three creatures. The effects 
depend upon the houngan»fs level: 

Level 3: Stunning glare:lhe gaze causes 
the targets to be paralyzed for 
1-8 rounds unless a save versus 
spells is made. 

Level 5: Charm: Hie targets a re 

charmed (charm person, MU-1) 
for 4 rounds unless a saving 
throw versusspells is made at+1. 

Level 7: Heat metal: Asthe druid spell of 
the same name (D-2). 

Level 9: Horronlhiseffectcausesthe tar 
gets to flee wildly in fearfor 12 
rounds(like the 4th level magic- 
user spell fear) unlessa save 
versusspells is made at-1. 

Level 11: False death: With this gaze, the 
target fa lis into a catatonic 
slu m b e r id e ntic a I to feign death 
(MU-3) for 4 turns unless a save 
versusspells is made at -3. 

Hie houngan can choose any effect he is 
of proper level to casta nd can use d iff e r- 
enteffectson different targets. If only two 
targetsare selected, each ma keshis sav- 
ing throw at-1 in addition to the modifiers 
provided by the various effects above. If 
onlyone istargeted, the modifier is -2. Hi is 
spell will notoperate in magically created 
darkness. 

13. Snake summoning I: Hi is spell is identi- 
cal in all respects to animal summoning I 

(D-4), except only eight snakes of up to 
four hit dice will answerthe summons. 

14. Speak with snakes: This spell is identi- 
cal in all respects to speak with animals 

(C-2), except the houngan can only con- 
verse with snakes, and there is no limit to 
how many can be conversed with, so long 
asthey are within the area of effect. 



LEVEL THREE: 

1. Animate Animal Skeletons: Range: 1", 
Duration ? Permanent, Area of Effect ? 
Special, Casting lime ? 2 turns. This spell 
creates major animal skeletons (see ap- 
pendix, monsters) from the bonesofdead 
creatures; these skeletons will be com- 
pletely loyal to the houngan who created 
them. Ihe houngan can animate 1 skel- 
eton for each level of experience. The 
mate rialcomponentforthis spell isa salve 
costing 250 gp per skeleton to be ani- 
mated, and requiring preparation time of 
3 hours per skeleton. 

2. Call Lightning: Hi is spell is identic a I in all 
respects to the , spell except casting time 
is only 4 rounds. 

5. Death Armor: Range 0", Duration 1 
round/level, Area of Effect Self, Casting 
lime 1 round. This spell creates a faintly 
visible shimmering around the casterthat 
affords protection equivalent to chain 
mail. In addition, anyone touching the 
houngan with exposed flesh will sustain 
3?18 hit pointsof damage and must save 
versus para lysis to avoid being paralyzed 
for 2?8 rounds. Hie damage from the at- 
ta c k still occurs to the houngan however. 
Thisspell isdefensive only, so initiating con- 
tact will not cause the effects, llie mate- 
rial componentsforthis spell include a gel 
requiring 50 gp in materia Is per casting. 

8. Nightmare: Range Special, Duration 
Special, Area of Effect 1 creature, Cast- 
ing Time 2 turns. This spell allows the 
houngan to invade the dreams of a tar- 
get. Hie nightmare prevents restful sleep 
and causes the victim to lose 1 strength 
point and 1 dexterity point until a full 
night»fs sleep is gained. Hie target is al- 
lowed a saving throw versusspellsto avoid 
the effects. Distance is not a factor, but 
the subject must be known to the 
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houngan. Once the houngan reaches 
level 10, this spell has a 10% of also caus- 
ing insanity in the victim should the target 
fail the initial save. The material compo- 
nent for this spell is a strand from a 
nightmare»fstail. 

12. Snake summoning II: This spell is identi- 
cal in all respects to animal summoning II 

(D-5), except only six snakesof up to eight 
hit dice or twelve snakesof up to four hit 
dice will answerthe summons. 

LEVEL POUR: 

1. Animate J uju Zombies: Ra nge 1", Dura- 
tion Permanent, Area of Effect Special, 
Casting lime 2 turns. Tnisspell createsjuju 
zombiesfromthe corpsesof dead humans 
and demi-humans; these zombies will be 
completely loyalto the houngan who cre- 
ated them. The houngan can animate 1 
juju zombie for every 3 levels of experi- 
ence. Tne material component for this 
spell isa salve costing 400 gp perjuju zom- 
bie to be animated and requiring prepa- 
ration time of 4 hours perzombie. 

4. Fear Identical to the 4th level magic- 
user spell, except the spell is evoked by 
the houngan»fshideousamplified laugh- 
ter. Instead of a cone, the area of effect 
is instead a 12" diameter circle centered 
around the houngan. 

6. Lightning shield: Tnisspell is identical in 
all respects to fire shield (MU-4), except 
the casterisbathed with purple and green 
glowing tendrilsof electricity. Anyone strik- 
ing the caster with body or hand-held 
wea pons will inflict norma I da mage on the 
caster, but sustain double the damage 
inflicted. Thisdamage istrebled if caused 
by metal gauntlets or weapon. Any elec- 
trical attackson the casterwill be saved 
against at +2, and either ha If norma I dam- 
age orno damage will be taken. Water- 
based attac ks aga inst the caster are 



saved as normal, but if the casterfails a 
saving throw against it, he takes double 
normal damage. 

8. Protection from cold: This spell is identi- 
cal in all respects to protection from fire 

(D-3), except it is effective against cold- 
based attacks 

10. Shock: Range 0", Duration Instant, Area 
of Effect 6" radius, Casting Time 4 seg- 
ments. The casting of this spell createsa 
blast of electrical energy emanating in all 
directions from the houngan, doing 4-32 
damage to each creature within the 6" 
radius, friend or foe. A successful saving 
throw cuts da mage in half. 

11. Snake summoning III: This spell is iden- 
tical in all respects to animal summoning 

III (D-6), except four snakes of up to six- 
teen hitdice, eight snakesof eight hit dice, 
or sixteen snakesof up to four hit dice will 
answerthe summons. 

12. Wall of bones: Range 6", Duration 1 
turn, Area of Effect 10" square and 1/2" 
thick/ level, Casting Time 1 round. Thisspell 
is identical to the 4th level wu jen spell of 
the same name (see Oriental Adventures) 
but is re printed here for ease of use. When 
cast, thisspell causes a wall of bones to 
erupt from the earth in whatever shape 
the caster desires within the limits of the 
area of effect. The wall must be solidly 
based or it will collapse in a random pile. 
The wall is not solid, having many small 
openingsand gaps. Missilescan be fired 
through these and those sheltering behind 
the wall are considered to have 50% 
cover. Creaturesofsmallsize can slip and 
wriggle through the openings in the wall 
atthe rate of lOfeet perround. However, 
the wall is quite spiky and those moving 
through it sufferld8 hit pointsof damage 
for every 10 feet traveled. The wall can 
be castunderthe feet of creatures When 
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thisisdone, the wall appearseverywhere 
except where the creature is standing, 
possibly entrapping them within it. Crea- 
turesin the area of effect suffer 2d 8 points 
of damage when the wall appears. Hie 
wall can be smashed down by creatures 
with an 18orgreaterstrength if they use a 
blunt weapon. Every ten points of dam- 
age the creature inflictson the wall causes 
the collapse of a 5' x 5' x 1/2' section of 
the wall. The wall is composed of the 
bonesof many different typesof creatures 
fused in bizarre angles. It cannot be ani- 
mated by an animate dead spell. The 
material component forthis spell isa hu- 
man bone, which much be snapped. 

LEVEL FIVE: 

2. Cloud of pestilence: Range 3", Duration 
1 round/2 levels, Area of Effect 4" wide by 
2" high by 2" deep cloud, Casting lime 5 
segments. This spell creates a hideous 
purple cloud filled with buzzing insects. 
Anything failing its saving throw isafflicted 
with a wasting disease that reduces 
strength by ha If and inflicts 4 hit points of 
damage perround in the cloud, making 
spellcasting impossible. Tne lossofstrength 
persists until cute disease or heal is cast. 
Even making the saving throw, one is still 
subjected to the effectsof a summon in- 
sects(D-3) spell. The casterisnot immune 
to the effectsof this spell. 

4tGaseousfbim: Range 0", Duration ltum/ 
level, Area of Effect Self, Casting lime 2 
segments. This spell a Hows the caster to 
assume gaseousfomn (asa vampire). Tne 
castermovesat 18"and can slide through 
even the smallest openings. If menaced 
by a severe wind, the caster must save 
versus spells or suffer 10760 hit points of 
damage due to the strain of keeping his 
form intact. Tne castercan end this spell 
atanytime and isalwaysaware of his sur- 
roundings. 



5. Instant Animate Dead: Range 1", Dura- 
tion 1 tum/level, Area of Effect 15" radius 
around caster, Casting lime 3 segments. 
This spell causes all deceased creatures 
within the area ofeffectto temporarily rise 
up aseitherskeletonsorzombies, depend- 
ing on the state of decomposition. Tne 
undead will be underthe complete con- 
trol of the caster, who does not need to 
maintain concentration. This spell will not 
affect corpses less than a day old, as the 
tetherto life has not been sufficiently sev- 
ered yet. 

9. telekinesis: As the MU-5 spell except 
material component isa platinum coin. 

11. True Seeing: As the C-5 spell except 
material component is a piece of obsid- 
ian. 

LEVEL SIX: 

2. Blade Barrier As the C-6 spell except 
the material component is the 
houngan»fs own saber, from which the 
barrier expands. 

4. Conjure lightning quasi-elemental: This 
spell is identical in all respects to conjure 
fire elemental (D-6), except the re isa 90% 

chance of summoning a 12 hit die light- 
ning quasi-elemental and a 10%chance 
of summoning a massive 20 hit die mon- 
ster. Like the druid spell, concentration is 
not necessary. Tne material component 
is an elaborately carved coppertube 
(minimum 50 gp) which is blown for the 
summons 

8. Ray of Weakness: Range 0", Duration 1 
round/level, Area of Effect Cone 6" long, 
3"diameterat end, l/2"at base, Casting 
lime 4 segments. Tnis spell flashes a ray in 
the direction chosen by the caster. All 
those in itspath must save versus spells at 
-4orsufferdebilitating weakness; strength, 
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dexterity, and movement a re all reduced 
by half for the duration of the spell. 
Strength-, dexterity-, and speed-enhanc- 
ing items or spells (such as gauntlets of 
ogre power or boots of speed) will not 
function forthe duration of this spell. 

9. Wands of defense: Range 0", Duration 1 
round/2 levels, Area of Effect Self, Cast- 
ing lime 3 segments. "This spell creates a 
stationary force field of a 2"radiusaround 
the caster, shielding him from all magical 
or physic a I attacks for the duration of the 
spell or until it is dispelled. The houngan 
may cast spells of level 3 and lowerfrom 
inside the field, and may fire missiles from 
within the field. The houngan may move 
about within the field, but if he moves up 
to orbeyond the 2"radiusfomn hisorig ina I 
position, the spell isdispelled. 

LEVEL SEVEN: 

7. Lichdom: Range 1", Duration Perma- 
nent, Area of Effect One creature, Cast- 
ing "Time 3 turns. This spell can be caston 
a willing Haut Houngan orGrand Bokorof 
at least 18th level. "The houngan must first 
make a potion forthe target to consume 
(costing 6,000 gp). After drinking the po- 
tion and being the recipient of the spell, 
the target must make a saving throw vs 
death magic; success means lichdom, 
failure means death and the loss of an 
experience level (but the recipient can be 
resurrected normally). "This spell can be 
cast on oneself. 

10. Withering: Range 4", Duration Special, 
Area of EffectOne creature, Casting lime 
1 round. Unless the target saves versus 
spellsat-3, this spell causesthe target to 
be afflicted by a hideouswasting disease 
similar to leprosy. The fast-acting disease 
causes2 hit pointsof damage perround 
and loss of 1 point of strength, dexterity, 
constitution, and charisma every four 



rounds(if any reacheszero, the creature 
dies), and it renders the target incapable 
of movement. Every ten rounds, a random 
limb rots away. The wasting can only be 
halted bya heal, limited wish, or wish spell; 
only a restoration spell will restore the 
characters lost hit pointsand attributes, 
and only a regeneration spell will restore 
any lost limbs. A successful saving throw 
versus spells averts the most horrible as- 
pects of the disease, but the target still 
losesthe attribute pointsatthe same rate. 
This lesser form of the disease can be 
ha Ited with cure disease ordispel magic, 
and then lost attribute points can be re- 
stored through any healing spell, even 
cure light wounds 
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THE ENCHANTMENT 

By Richard Miller 

Dedicated to the memory of Gary Gygax 

In search of adventure from daysof old 
And weaponsand scrollsand silverand gold, 
There isa place most young boys know 
With towering castles and mighty foes. 

And cavemsof doom where dragonsdwell 
With treasures hidden and guarded well, 
And snaresand trapsand helldogstoo, 
Preying on those both tried and true. 

The elveswith cunning, clericswise, 
The halflingsuse both ears and eyes, 
To peerbeyond a sec ret door 
Or loot dead bodies on the floor. 

Testing potions without a doubt, 
Many a hob bit's life gave out; 
Fleeing a dragon undefied, 
Many a poorold halfling fried. 

While others fought and won new skills, 
Waving wandsand casting spells, 
With swordsplusone and shields plustwo, 
They learned to last a venture through! 
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lower of the Elephant 

ByTnulsa (http://hyboria.xoth.net) 

An AD&D Adventure forC ha racter Levels 4-6 

The shimmering shaft of the tower rose frostily in the stars In the sunlight it shone so 
dazzlingly that few could bear its glare, and men said it was built of silver. It was 
round, a slim perfect cylinder, a hundred and fifty feet in height, and its rim glittered in 
the starlight with the great jewels which crusted it. Hie tower stood among the waving 
exotic trees of a garden raised high above the general level of the city. Robert E. 
Howard: "Tne Towerof the Elephant" 



Introduction. Hie Towerof the Elephant is 
a low-level adventure based on Robert E. 
Howard's short story by the same name. It 
is suitable for 2-4 charactersof levels 4-6, 
preferably a mix of fighters and thieves, 
although a magic -user could be useful. 
Tne adventure should be playable even 
for those players who have read the 
original story; part of the challenge is to 
find Yag-Kosha and the Heart of the 
Elephant before the PCsstumble into Yara, 
the wizard of the Tower. Although it is not 
absolutely necessary, it obviously helps if 
the DM hasread 'the story priorto running 
thisadventure. 

Summary: In the temple district of Arenjun, 
2a mora 's notorious City ofTnieves, stands 
a glittering towersaid to house a fabulous 
jewel called the Heart of the Elephant. Tne 
city's thieves avoid the tower and the 
jewel, fearing its master, the sorcererYara, 
who is said to be three hundred yearsold. 



Tne PCs, being brave orfoolish (or both), 
have no such hesitations. Tney set out to 
steal the jewel from the wizard. Inside the 
tower, the PCs lea m why the jewel isca lied 
the Heart of the Elephant and how it turns 
out to be their key to destroying Yara. 

Tne PCs should have little trouble getting 
directionsto the Tower. At the same time, 
they hear rumors of Yara's dark powers, 
his incredible age, and how his power is 
drawn from the magical jewel. No 
unwanted visitor has ever returned from 
the tower. 

Rumor Table: 

PCs in Arenjun are able to pick up 1-3 
rumors from the following table if they 
spend some time seeking out information. 
This should make for some fine role- 
playing; be sure to play up everyone's 
great fear of the evil Yara. 



Die Desc ription 

Roll 

1 Tne wizard of the Elephant's Tower, is over 300 years old. (True) 

2 Tne Elephant's Tower was built in a single night using magic. (True) 

3 Undead guardians stalk the gardens of the Tower. (False) 

4 Yara came to 2a mora from Khitai, where he lived in a great jade palace 
with a hundred servants. (Partly true) 

5 Even the king of 2a mora fears Yara's power. Tne king drinks heavily to 
dampen his fears. (True) 

6 "The wizard has one known weakness: He can only die if he is slain with a 
silverdagger blessed by a priest of Ishtar. (False) 

7 Yara once killed a foreign prince by turning him into a spider, and then 
crushing the spiderunder his heel. (True) 

8 Re-roll (or DM 's invention). 
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OUTER GARDENS. The Tower itself is 
surrounded by two circular walls. Starlight 
or sunlight isreflectedn a great jewelled 
dome. It is said thatYara built the towerin 
just one night, using powerful magic. 

Ea c h sto rey is a bout 25 feet ta II (inc lud ing 
the stone in floor and ceiling; inner height 
is a bout 18 feet), and there are six sto ties, 
although this is not apparent from the 
outside. There are cleverly constructed 
doors and windows, but they are closed 
and not visible from the outside. The 
occupants of the tower breathe air that 
comes from above. 

Scaling the Tower The wa lis of the tower 
are smooth and cannotbe scaled without 
rope and grappling hook. A successful 
ranged attack roll a gainst AC: 2 is required 
to throw and fasten a grappling hook to 
the balcony. Climbing up to the dome 
balcony is daunting; the walls are 
considered "very smooth' for purposesof 
a thief's Climb Walls ability (q.v., 
DUNGEON MASTERS GUIDE). PC thieves 
must make three climbing checks; at 50, 
100 and 150 feet, respectively. Failing a 



check means that the character drops 
down and suffers normal falling damage 
(1-6 perlO' fallen). PCsscaling the tower 
end up on the towerbalcony (AREA 5-2). 
Entering the Tower from the ground: Of 
course, the PCsmightalso choose to enter 
the towerfromthe ground. They will have 
to fight, neutralize or sneak past the gate 
guardsand the guardsonthe lowerfloors. 
If the guardsmanage to sound the alarm, 
Yara isalerted and respondsin force, after 
preparing himself with protective spells 

Human guards patrol the outer garden 
day and night. Every ten minutes, there is 
a 1 in 4 chance thatthe guard ianscome 
acrossthe PCs. They do not bother with 
questions before they attack, although at 
leastone guard attemptsto retreatto the 
towerto warn Yara of the intruders. 

The guards are equipped with silvered 
corselets, jewelled sword-hiltsand plumed 
helmets. There are 24 guards within the 
tower. The guard ians (AC : 1 (w/DEX), F2; 
HP: 11 ea.; #ATT: 1; DM: 1-8) wear +3 
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studded leathera nd beara +1 small steel 
shield). They a re armed with longswords. 

INNER GARDENS During the day, lions a re 
kept in cavesbeneath the towergarden. 
Human guards patrol the inner garden 
from sunrise to sunset, afterwhic h the lions 
(see below) are released fromtheircages. 
Should the tower come under attack 
during the day, the guards attempt to 
warn Yara, and the wizard responds to 
intruders in force (by first releasing the lions 
in the garden, and then attacking with 
spells - levitating above the party if they 
are outdoors, trapping them within a wall 
of force if they are indoors). 

During the night, there are no human 
guards in the Inner Gardens, but instead 
a far more insidious threat; a pack of five 
lions(AC : 5/6; MV: 12"; HD: 5+2; HP: 31, 30, 
29, 28, 25: #ATT: 3; DM: 1-4/1-4/1-10; SA: 
rear claws for 2-7/2-7; SD: Surprised only 
on a 1). Yara has enchanted these lions 
with a pemna nent silence 15' radius spell. 
They attempt to move silently and attack 
with surprise. Spell-casters who come too 
close find it impossible to cast spells with 
verbal components. 

la urus, the ftinc e of Thieves: If th e PC s a re 

in the inner gardens at night, they 
encounter Taurus, the Nemedian Prince 
of Tnieves, on a roll of 1-2 on Id 6. Taurus 
knows much about of the tower's 
background history (he knows ld4+2 
rumorsfromthe Rumors Table). Tne master 
thief is initia lly d istrustful towa rdsthe pa rty. 
He won't simply stand aside and let the 
PCssteal all the treasures of the towerfor 
themselves, but neitherwill he join a party 
unless he feels he is properly 
compensated. If the pa rty offends or 
threatenshim, he leaves, but if sufficiently 
provoked, he might wait for the right 
moment to sneak attackand use hisblack 
lotus dust a gainst the offenders. 

Taurus, called a prince of thieves, 
was tall as the Cimmerian, and 
heavier; he wasbig-bellied and fat, 
but hisevery movement betokened 
a subtle dynamic magnetism, which 
was reflected in the keen eyes that 
glinted vitally, even in the starlight. 
He was barefooted and carried a 



coil of what looked like a thin, strong 
rope, knotted at regular intervals. 
Robert E Howard: 'The Tower of the 
Elephant" 

Taurus is tall and muscular (although with 
a big belly), but with lightning reflexes. 
Taurus ha s shoulder-length black hair and 
a wild, ungroomed beard. Although 
Taurus is a Nemedian, his skills rival those 
of the Zamoran master-thieves. He has 
travelled far in the Hyborian world and 
(somewhat exaggerated) tales of his 
escapadescan be heard in the drinking- 
dens of major cities such as Belverus, 
Messantia, Asgalun and Shadizar. 

Taurus will always carefully plan his 
thievery. He sometimes accepts missions 
to retrieve precious itemsforpeople who 
pay the right price, with few questions 
asked. Asbefitsa Prince of Thieves, Taurus 
often swears by Bel, the Shemitish god of 
thievery. 

Taurus is a 7th level Thief (AC : 7; MV: 12"; 
HP: 20; S: 14, I: 14, W: 13, D: 16, C: 8, CH: 
17). He is armed with a +2 dagger. He 
further carries one dose of black lotus 
powder (equivalent to dust of sneezing 
and choking) stolen from a caravan 
bound forStygia, 150 ft. of rope made from 
dead women's hair, and his thieves' tools. 

DUNGEON LEVEL 

0-1 STAIRWAY. The stairsd own from the 
entrance hall (Area 1-1) lead into this 
chamber. 

0-2 HALL. This great hall is the living 
chambersof Yara 's guardsmen. A large 
wooden table standsupon a floorof lapis- 
lazuli; upon the table are half-empty wine 
goblets and food plates, as well as dice 
and a few coins (2-20 sp). 

Unless the alarm has been roused, there 
are 2-8guardsin this room (and unless it is 
night, they are wearing armor and keep 
weapons within arm's reach). 

0-3 BARRACKS. Sixteen beds are 
arrayed along the walls of this room (the 
guards never sleep at the same time). 
Underthe bedsare small chests and bags 
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containing personal items such ascombs, 
mirrors, a few coins (ld8+2 gp) and a 5% 
chance per chest examined to find 
something of greater value (roll on a 
random non-magic a I treasure table in the 
DMG). 

0-4 TOILET. The guards' latrine stinks of 
stagnant urine and dirt. The sturdy door is 
kept closed most of the time. 

0-5 ARMORY. Several weapon racks 
are stacked with melee and ranged 
weapons, including 12 daggers, 10 
longswords, 2 battle-axes, 4 halberds, 7 
shortbowsand 80 arrows. 

0- 5A CELLS. These cells serve a dual 
purpose. In addition to keeping his 
prisoners here, Yara uses some cells as 
cages for the lions which patrol the 
gardens at night. If attacked in the 
dungeon during the day, the guards 
attempt to free the lions. 

The prison cells currently contain nothing 
but empty chains and a few skeletal 
remains with cracked, yellowed bones 
(but see below). The DM might wish to 
place NPC prisoners in the cellsto be used 
as seeds for further ad ventures. 

For each cell examined, there is a 1 in 8 
chance that the PCs encounter a violet 
fungus (AC: 7; MV: 1"; HD: 3; HP: 15; #ATT: 

1- 4; DM: 0; SA: flesh rot). It a ttac ks without 
provocation. Itisa recent inhabitant of the 
dungeon; not even the guards know 
about it yet. 

0-6 FORBIDDEN VAULT. Yara has 
forbidden his guards to enter this room. 
The double bronze doors are green with 
age, covered with cobwebs, and feature 
strange designsand carvingsof demonic 
spiders. 

Inside the dark and unlit chamber, 
covered in more cobwebs, is a strange 
idol, nine feet tall, representing a man of 
Eastern appearance. It appearsto be of 
a greyish stone, but if the stone is 
damaged (5 hp or more), it is revealed 
that the idol is actually made of gold but 
encased in stone. The origin, history and 



true va lue of the statue are unknown (and 
are left up to the DM to decide). 

If anyone lingers in this vault, they are 
attacked by a pairof spectres(AC : 2; MV: 
15730"; HD: 7+3; HP: 40, 26; #ATT: 1; DM: 
1-8; SA: energy drain; SD: +1 or better 
weapon needed to hit) who appear to 
be the shades of Khitan warriors, judging 
by theirancient amnorand weapons. 

LOWER LEVELS 

1- 1. G RAND ENTRANC E HALL The ma in 
doors to the tower are 9 feet tall and 
made of bronze. Three guard sa re always 
stationed outside the doors. In the event 
of an attack, two remain to fight intruders 
while the third attemptsto escape to warn 
Yara. 

Inside the entrance hall, the western set 
of stairs lead down to the dungeon level 
(Area 0-1). The eastern set of stairs lead 
up to the first floor (Area 2-1). Rich 
tapestries a dom the walls, but the room is 
dominated by a black stone statue of a 
giant spiderwhich standson a low dais to 
the north. The statue is non-magical. 

2- 1 STAIRWAY. The western set of sta irs 
lead to the grand entrance hall (Area 1- 
1); the eastern sta irs lead up to Area 3-1. 

2-2 EMPTY ROOM. This c ha mber is 
empty. 
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2-3. YAG-KOSHA'S PRISON. "This is the 
prison of Yag-Kosha, the elephant-being 
of Yag (see the statistics for details of his 
appearance). In his current state he is 
mangled, blinded and broken. On a gold 
and ivory altar beside the creature is a 
huge crimson crystal, the Heart of the 
Elephant (worth 10,000 gp). 

Severaloutcomesofthe party'sencounter 
with Yag-Kosha are possible. If the party 
a pproac hes the e epha nt-being with 
respect, allowing Yag-Kosha to "identify" 
them with his proboscis, and he feelsthey 
can be trusted (using ESP to find out 
whetherthey intend to simply steal hisgem 
and leave, for example), the elephant- 
being begs the party to kill him. This will 
empowerthe "sorcery of the Blood and 
the J ewel" (a trap the soul spell), a llowing 
the PCsto attemptto imprison Yara in the 
gem. 

On the other hand, if the PCs attacks the 
elephant-being or behave disrespectfully, 
Yag-Kosha ignoresthem (killing him simply 
ends his misery, but if slain in combat he 
will obviously not help the party by 
enchanting the Heart). 

Yag-Kosha, the elephant-being of Yag 
(AC: 3; MV: 6"; HD: 11+11; HP: 31; #ATT: 3; 
DM: 6-9/6-13/6-13; SA: spell-like abilities; 
SD: spells; See NEW MONSTERS, q.v.). Yag- 
Kosha 's stats differ from those presented 
in the NEW MONSTERS appendix ; he is 
blind, weak from torture, and has long 
since lost the ability to fly, since his wings 
withered when hisrace first came to earth. 

2-4 MAP ROOM. This room contains 
several large maps of Zamora, Shem and 
Turan, including maps of major cities, 
caravan routes and oases. A few maps 
contain the suspected locations of lost 
cities, tombs and treasure hoards. 

2-5 TRAPPED C HAM BER. Tnedoorto this 
chamber is trapped with a poisonous 
needle trap (save ordie). The chamber 
itself contains little of value. 

2-6 EMPTY ROOM. Tnis small chamber 
isempty. 



3-1 YARA'S STUDY. The archetypical 
wizard's study, this room has a white 
marble floor and is furnished with rich 
silvered tapestries (worth 320 gp), two 
wooden divans with silken cushions (50 
gp), and a large ivory table (200gp). In a 
secret compartment in the eastern wall 
are two small wooden boxes. Both are 
trapped with needles which deliver the 
dreaded Greenblood Poison. Ifthe saving 
throw is failed, the victim loses 1-2 
permanent pointsof Constitution. The first 
boxcontainsa scroll of bestow cuise and 
magic jar. The second boxcontainsa 
bronze circlet, set with an amber in the 
form of a spider, inscribed with ancient 
Zamoran letters (worth 500 gp). 

3- 2 LIBRARY. Yara's library contains a 
medium-sized collection of sorcerous 
tomes, among them titles such as The 
Seven Cursesof Khrosha, The Bookofthe 
Spider-God, and The Invocationsof Zath. 
The books mentioned each have 1-3 
random magic-user spells within their 
pages, levels 2-4, as well as much 
interesting information regarding the 
spider-cult of Yezud and theirgod, Zath. 

UPPER LEVELS 

4- 1 STAIRWAY. Tne western set of sta irs 
lead down to Area 3-1; the eastern stairs 
lead up to Area 5-1. 

4-2 FAILED EXPERIMENT. Yara used this 
room to attempt the construction of a flesh 
golem. He was only partly successful; his 
rituals have produced a hideous 
amalgam of dead body partswith a small 
spark of unintelligent life. The creature is 
in effect equivalent to a juju-zombie (AC: 
6; M V: 9"; HD: 3+12; HP: 29; #ATT: 1; DM : 3- 
12; SD: +1 or better weapons needed to 
hit, immunities). The wizard hasno control 
over the creature, so he has locked it 
away in this room; the flesh golem-zombie 
attacksanyone entering the room. 

4-3 YARA'SCHAMBER. Unlessroused by 
the alarm, Yara, the wizard of the 
Elephant'sTowerishere, slumbering in evil 
dreams induced bythe blacklotus. Since 
the door to his chamber is locked, 
however, he probably wakes up and 
prepares himself to face any intruders 
should someone attemptto breach the 
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doors The doorsare wizard locked at 10th 
level of ability. 

Yara, the wizard of the Elephant's Tower, 
is a potent foe. 

Then came Yara, versed in dark 
knowledge handed down through 
the days of barbarism, since before 
Atlantis sank. First he sat at my feet 
and learned wisdom. But he wasnot 
satisfied with what I taught him, for it 
waswhite magic, and he wished evil 
lore, to enslave kings and glut a 
fiendish ambition. I would teach him 
none of the black secrets I had 
gained, 

through no wish of mine, through the 
eons. But his wisdom was deeper 
than I had guessed; with guile gotten 
among the dusky tombs of dark 
Stygia, he trapped me into divulging 
a secret I had not intended to bare; 
and turning myown powerupon me, 
he enslaved me ...No more was I a 
god to kindly jungle-folk - 1 was slave 
to a devil in human form. 
Robert E. Howard: 'The Tower of the 
Elephant" 

Yara is a tall, gaunt old man. His eyes a re 
cold and cruel when the sorcerer is 
awake; dilated and far-staring when he is 
intoxicated with the fumes of the yellow 
lotus. He dresses in silken robes and his 
voice is like the hiss of a cobra. 




Although Yara iswell-versed in arcane lore 
and magical spells, it is the magical jewel 
known asthe Heart of the Elephant which 
is his true source of power. Yara had 
travelled fa rand wide, learning blackand 
forbidden magic, when he came upon a 
yellow-skinned people worshipping an 
elephant-headed being in thejunglesof 
Khitai. Through trickery and magic he 
turned thisgodling, Yag-Kosha, into his 
slave and brought him back to Zamora in 
chainsof steel and sorcery. 

It is said that Yag-Kosha built Yara 's tower 
in a single night, and thatthe Heart ofthe 
Elephant keeps Yara immortal; he is 
already over 300 years old. 

Yara isd riven by a fiendish ambition. He is 
feared by all in Arenjun; even the king of 
Zamora fears him greatly. Yara isa 10th 
level magic -user (AC: 6(8); MV: 12"; HP: 
26; #ATT: 1; DM : by weapon; S: 11; 1: 19; W: 
16; D: 14; C: 14; CH: 15). He wears a +2 
ring of protection and a +3 daggerat his 
hip in a jewelled hilt (450 gp value). He 
further carries a potion of vitality, a scroll 
of protection from devils, and a scroll with 
two spells: charm monster and stone skin 
Note that Yara is immune to 1st level 
illusion/phantasm spells due to his 
supernatural Intelligence. 

Yara has memorized the following spells: 

first level: armor(already cast), charm 
person, magic missile, shield 

second level: ESP, levitate, mirror 
image, web 

third level: dispel magic, hold person, 
lightning bolt 

fourth level: dimension door, polymorph 
other 

fifth level: contact other plane, wall of 
force 

The outer door is of ebony, with a silver 
grinning skull in the center. 

The c ha mberitse If is lavishly furnished with 
rich lranistanicarpets(worth 100 gp), silken 
tapestries from Khitai depicting demons 
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and devils(200gp), and gold-decorated 
wooden chairsand divans(140 gp). 
Note: If the PCs have successfully 
negotiated with and/orfreed Yag-Kosha 
from his terrestrial prison, Yara becomes 
the target of a trap the soul spell cast by 
Yag-Kosha. Thismeansthatif a character 
has the gem prepared by Yag-Kosha 
(easily worth 10,000 gp), and can get 
within short range of Yara, he can 
complete the spell by speaking its final 
word. IfYara failsthe save he iscaptured 
inside the gem. If the wizard makes the 
save the PCsare in fortrouble! 

5-1 TRAPPED TREASURE CHAMBER. 
Massive double doors of iron-reinforced 
wood prevent entry to this room. The 
doors are wizard locked at 10th level of 
ability. Inside isa greatchamberfilled with 
wealth; Iranistani carpets (worth 400 gp), 
fine silks from far-off Khitai (700 gp), and 
several chests containing Kothian silver 
coins (4,000 sp) and gold from the mines 
of Ophir(700gp). One chest containstwo 
potions of healing and one potion of 
heroism. 

A gia nt spider (AC : 4; HD: 4+4: HP: 22: #ATT: 
1; DM: 2-8; SA: poison, webs) guardsthis 
treasure room. Initially, it hides in the 
ceiling, and jumps down on unwary 
intruders. A set of stairs lead up to the top 
floor (Area 6-1); anotherset of stairs lead 
down (Area 4-1). 

5- 2 OUTERTERRACE. Attempts to scale 
the tower, if successful, are likely to end 
up on this terrace which juts out 20 feet 
from the main tower walls 

6- 1 HALLWAY. Tne sta irs lead down to 
Area 5-1. 

6-2 STORAGE. The room contains 
various supplies, such ascandles, chains, 
chalk, ink and paper, oils and powders, 
wax, spare clothesand so on. A thorough 
search reveals a silvered dagger (worth 
100 gp). 

6-3 OBSERVATORY. Several large 
windows in this chamber provide a great 
view of 2a mora 's night sky, allowing Yara 
to study the movement of the planetsand 
the stars. "Through magically enhanced 



telescopes he has been trying to discover 
the green planet Yag (which according 
to Yag-Kosha circles on the outer rim of 
space), but he has so far been 
unsuccessful. 

6-4 LABORATORY. "This is a complete 
alchemist's lab. 

6-5 SHRINE OF THE SPIDER GOD. Yara is 
a worshipper of Zath, the spider-god of 
Yezud. This chamber contains an evil 
shrine to that god. A black, three-pronged 
pedestal sta ndsin the middle ofthe room, 
surrounded on a II four sides by curtains of 
filmy, finely-spun cobweb. Tnisweb affects 
those attempting to pass through it 
(without first speaking a command word, 
"la! Zathar!")asa double-strength web 
spell. 

Atop the pedestal isa silveramulet set with 
a yellow amberstone. Inside the amberis 
a tiny black spider. For a priest of the 
spider-god, the amulet functions as a 
necklace of prayer beads with the bead 
of karma special bead. Fora non-follower 
of 2a th, wearing the amulethasthe same 
effect as that of a periapt of foul rotting. 
Yara cannot use it himself and keeps it for 
future bargaining with a priest of Yezud. 

If the amulet is removed from the 
pedestal, a swarm of 2-12 tiny spiders (AC : 
8; MV: 2"; HD: V% HP: 2 each; #ATT: 1; DM: 
0; SA: Poison (save at +2 or be paralyzed 
for2-8 rounds) scuniesoutand attacksthe 
transgressor! 

6-6 STORAGE. Similar to Area 6-2, this 
room containssuppliesof little value. 

CONCLUSION 

Yara isa powerful wizard and could 
possibly kill the PCs whether they have 
Yag-Kosha 'senc ha nted heartornot. The 
outcome ofthe adventure depends on 
the PCs' tactics, luck and timing. At the 
DM's option, the Yara's tower might 
collapse if the wizard is killed, since it was 
built using sorcery. The ruins might also 
become cursed (or haunted by strange 
monsters) to prevent player characters 
(and others - after a II, Arenjun is the City 
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of Thieves) from plundering the gem-set 
outer walls. 

NEW MONSTER 

ELEPHANT-BEING OFYAG 

I am very old, oh man of the waste 
countries; long and long ago I came 
to this planet with othersofmy world, 
from the green planet Yag, which 
circles for ever in the outer fringe of 
this universe. We swept through 
space on mighty wingsthat drove us 
through the cosmos quicker than 
light, because we had warred with 
the kingsof Yag and were defeated 
and outcast. But we could never 
return, for on earth our wings 
withered from ourshoulders. Here we 
abode apart from earthly life. We 
fought the strange and terrible forms 
of life which then walked the earth, 
so that we became feared, and 
were notmolested in the dim jungles 
of the east, where we had our 
abode. 

Robert E. Howard: 'The Tower of the 
Elephant" 



FREQUENCY: Very Rare 

NO. APPEARING: 1 

ARMOR CLASS: 3 

MOVE: 12724" 

HIT DICE: 11+11 

%IN LAIR: 55% 

TREASURE TYPE: Nil 

NO. OF ATTACKS: 3 

DAM AG E/ATTAC KS: 6-9/6-13/6-13 

SPECIAL ATTACKS: Spell-like abilities 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: Standard 

INTELLIGENCE: Genius 

AUGNMENT: Lawful Neutral 

SIZE: L 

PSIONIC ABIUTY: Nil 

Attack/ Defense Modes: nil/nil 
X.P. VALUE: XII/ 4,400 +16/ hit point 

The elephant-beingsofYag are a race of 
winged, elephant-headed humanoids 
from another planet or dimension. They 
have green skin, topaz eyes, wide flaring 
ears, a curling proboscis and white tusks. 
Due to their extreme longevity, usually 
learn to speak and understand most 
human languages. 



C6£ cower of zm CLePGAQC 
Duirceon lctcl 




Footprints 



21 



Number 13 



These beingsrely primarily on their magic a I 
abilities in combat, although they will not 
hesitate to use their considerable physical 
strength if it seems appropriate to the 
situation. "Their physic a I attacks consist of 
a gore with theirtusksand a pairof smiting 
blowsfrom theirfists. At will, an elephant- 
being ofYag may use anyofthe following 
spell-like abilities: cause/ remove fear, 
dispel magic, ESP, ray of enfeeblemerit; 
shield and wizard mark. They may cast 
fabricate and major creation seven times 
perday. Once per day they can grant 
another's limited wish. The beings also 
have the ability to cast a special form of 
trap the soul, which requires the sacrifice 
of a sentient creature of equal orgreater 
Hit Dice than the target. Note that the 
elephant-being can sacrifice itself to 
employ thisability. All spell-like abilitiesare 
employed as if the elephant-being were 
an appropriate spell-caster of 18th level. 
Elephant-beingsofYag take only one-half 
damage from acid, cold, and electricity- 



based attacks. They possess both 
infra vision and ultra vision 60'. 

Originally from the green planet Yag on 
the outerrim of space, a numberof their 
race rebelled a gainst their king, butwere 
defeated and cast out. They fled through 
space on great wings which carried them 
quicker than light, and came to earth 
before the rise of Atlantis and Valusia. 
They witnessed the Cataclysm and were 
worshipped as gods by the jungle-folk of 
the East. The elephant-beingsof Yag are 
not immortal, although their lifespans a re 
claimed to be "asthe livesof planets and 
constellations". Upon coming to earth, the 
race losttheirwingsand could notescape 
from the planet. As such it is a dead or 
dying race; Yag-Kosha was the only 
known specimen left alive before he 
asked Conan to kill him,thusreleasing him 
from his earthly prison. 



HERE ENDS THE TOWER OF THE ELEPHANT 
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Alien Versus.. .Druid?! 

by Thomas Wo rthington 

NOTE: "This article is based on a couple of lines from E. Gary Gygax's many online 
postings. One stated that d mid s do not worship any deities, and the other that they 
regard many of the monsters of AD&D as a lien intruders. That is the total contribution 
from any "official" source forthe train of thought that the rest of this text represents. 
Also note thatthe text assumes Unearthed Arcana is in use at least in regardsto Dru- 
ids. 



IN THE BEG INNING— THE DRUIDS' 
WORLDVIEW 

The world wasonce inhabited by animals 
and plants whose "purpose" was to 
survive a nd thrive in a pure "surviva I of the 
fittest" environment which favoured the 
breeding ofthose populationswhich were 
best suited to that environment. 

When each living thing died itsspirit orsoul 
would be reincarnated again in a new 
form or, having seen all it wanted of life 
asan individual, would join with the spirit 
of Nature itself. This spirit is the closest thing 
the druids have to a god and they often 
referto itasa female. Their chief duty isto 
protect her from attack by unnatural 
beings. 

As each spirit travelled around the cycle 
it learnt and grew and so the world 
developed and changed and became 
evermore complex, sophisticated, and 
beautiful but still red in tooth and claw, 
forthatisthe powerthatdrivesthe engine 
of development. In otherwords, druidsare 
evolutionists, and this is the philosophical 
origin of theirceremonial combats. 

Atsome point, one ormore speciesarose 
which had freewill and sentience. In turn, 
freewill allowed for personal dispositions 
and these led to patterns of behaviour 
which are now thought of as the nine 
alignments, including neutral but 
excluding True Neutral. 

The appearance of these proto- 
alignments was of no initial concern to 
Nature a sthey simply represented survival 
strategiesand as such we re just pa it of the 
never-ending natural struggle. Even if one 



of these had become dominant it would 
nothave represented anymore of a threat 
to the naturalorderthan when one animal 
develops a better poison and all those 
members of the species who do not 
possess it are out-competed, while at the 
same time the race begins to find a 
counterto the new development, and so 
the balance of nature ispreserved. 

THE G REATESTG AME 

When the first sentient creatures were 
starting to take and espouse ideological 
and philosophical stances, and perhaps 
for a long time afterwards, the world 
looked much like ourown. There were few, 
if any, "monsters" of the sort that are not 
found on Earth today. (EGG,forexample, 
has stated thatOerth was very similar to 
Earth about 2500 years before the initial 
assumed game date). 

Alas, the world isnotalone within the Prime 
Material Plane. It is only one of an infinite 
set of possible worlds, separated by the 
dimension of probability, as two people 
are separated by the dimensions of 
distance ortwo events by the dimension 
of time. Only the greatest of druids can 
walk this axis, visiting alternative worlds, 
where greaterdistancesrepresent worlds 
lessand lesslike the traveller's native world 
(and, to the inhabitantsof each, of course, 
theirs is the original world and the others 
the alternatives). The DM might, forga me 
purposes, find it convenient to treat our 
real Earth asthe "Most Probable" end of 
this axis. What the other end might be is 
literally anyone's guess. 
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Alien Gods 

But Hierophantsof the Cabal are not the 
only beingsable to traverse the planesof 
existence. The druids teach the higher 
members of their order that a war has 
raged foruntold aeons across the Prime 
Material Plane. Thiswar hastaken on the 
form of a great game with pieces being 
moved acrossthe vastboard byshadowy 
players. The players of this game are 
commonly termed "The Gods", and their 
servants a re the playing pieces in a game 
designed to make inter-deity conflict as 
rare as possible— betterthat worshippers 
die than the shining gods should ever 
perish! 

The druidic view of the gods is that they 
are beings who roam the alternative 
universes of the Prime Material Plane 
looking for worlds where intelligence has 
arisen and then attempt to bend that 
intelligence to worship of them. Worship is 
one of the things which make a deity 
strongerand more powerfuland thusable 
to conquer new worlds. Even greater 
powerisgained from those followerswho 
become so identified with a deity that their 
soul journeys to live on that god's plane 
afterdeath. 

The druids claim that once a world is 
converted to exclusive worship of the deity 
or pantheon in question, they move on, 
revisiting only in orderto reap the harvest 
of theirworship a nd so refresh them forthe 
ongoing struggle to masterthe whole of 
the Prime Material Plane. These 'gods' are 
all convinced utterly of their own 
correctness or, at the least, of the 
unworthinessof those who would oppose 
them. It is said that this arrogance is pa it 
of what makes a god a god. It is also a 
trait which many would claim the druids 
share. 

Nevertheless, once these self-styled gods 
found the campaign world, they set a bout 
using it and its inhabitants for their own 
ends. For many, not just the evil ones, this 
involved making changes to both the 
world and the living things in and on it. 

Suddenly the natural order was thrown 
into disarray a sthese "Outsiders" (actually 



a derogatory term originating with the 
druids) used their powers to introduce 
allied racesfrom otherwoiids, orcreate 
new races and c reatures either from 
whole cloth or moulded from existing 
species. Many native inhabitants were 
dominated byawe orforce. These beings 
formed the pieces in the great chess 
ga me of the gods. The mea nsused va tied 
largely bythe alignmentof the deitiesbut 
a II contributed in some way to establishing 
the new world order. 

Artificial Life 

Asa rough rule, any race which is listed in 
THE MONSTER MANUAL has having an 
inherent alignment is seen by the druids 
as literally alien or, at best, a native race 
which has been perverted bythe efforts 
of the godswho wish to rule them and use 
them astheir tools on the Prime Material 
Plane. 

The DM should draw up a list of which 
racesare viewed as native bythe druids 
and so exempt from their Great Plan of 
purification. The DM mustdecide forhim/ 
herself what the relationship between 
druidsand the creaturesofthe fairy realm 
is but I would recommend treating them 
as totally native to the campaign world 
and likewise ill-disposed to the newcomers 
and their fancy religions and churches. 
The demi-humans must be decided on 
too, butelvesand halflingscan be druids 
by the book and so presumably are 
accepted as native to the game world. 
Giants a re another strong possibility for 
native statustoo, in my opinion. 

The world— Nature— rebelled against the 
invasion in much the same way a sa body 
does when invaded by disease. Instead 
of antibodies, Nature produced the druids 
who are charged with using whatever 
means necessary to eject the invaders. 
The DM might like to imagine the druids' 
attitude as being similar to that of R.A.F. 
pilots shooting down Luftwaffe planesover 
the cliffsof Dover. The objective isto return 
to normality and any blame forthe death 
and destruction caused bythe struggle is 
squarely placed on the shoulders of the 
invader. 
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The Cabal 

Many of the hierophant druids (16th level 
and up) are employed by the uppermost 
elite of the druid ic order the Cabal. The 
Cabal's membership requirements are 
strictand simple— one must be a 23rd level 
druid and willing to work towards the 
overthrow of the Great Wheel of the outer 
planes. 

Manyofthe highest level druidsa re multi- 
classed elveswho have had perhapstwo 
thousand years to accumulate arcane 
knowledge and magical equipment. Their 
henchmen will be followers of "the Old 
Faith" and at least 18th level of experience 
in their c lasses, although lower level 
characters right down to 1st level will be 
used by proxy on many occasions. All 
(knowing) associates of the Cabal must 
be "non-aligned" in the same way as 
druids. 

Such an organisation is not to be safely 
disregarded even bythose who rule entire 
planes, despite its relatively small size. 

The ultimate goal of the Cabal is to find a 
way to permanently close off access to 
the Inner Plane to these interlopers, or at 
the very least to seal their own native 
world. If the Cabal ever succeeded in this 
goal, then some even amongst the eternal 
gods wonder if eternity might turn out to 
be a good deal shorterthan expected. 

The Great Wheel and the Broken Cycle 

The reason for all this opposition to the 
GreatGame, and the main motivationfor 
the druids, iswhat happensafterdeath. 
Although the gods who rule the outer 
planes gain some power from the 
devotion of the living, they value the 
actualsoulsofthe dead much more. Each 
inhabitant of, for example, Gladshiem, 
feeds the power of the ruling pantheon 
which inhabits it, and especially the 
specific deity worshipped by the 
individual. Each dying worshipper's acts 
and thoughts in life somehow activate a 
connection to one of the planes of the 
Great Wheel which then draws their soul 
or spirit to it to spend eternity serving and 
powering itsrulerts). 



Once a spirit/soul is ensnared by the 
worship of a god and the conscious 
adherence to an alignment, it is trapped 
in the single experience of its afterlife. 
While it is true that for many this is exactly 
what they desire, the druids' view is that 
they have been duped and that even 
such an existence in the Seven Heavensis 
a myopic parody of the endless vistas of 
everlasting and ever-changing life which 
are lost forever, while the undesira bility of 
the fate ofthose who inhabit the Abyssor 
Hell isbeyond debate. 

This "theft" of souls and the breaking of 
the eye le of reincarnation is, to the Cabal, 
the ultimate crime. The gods are quite 
literally stealing the very souls of their 
worshippers. No matter what justification 
isoffered to them there is little chance that 
they would ever bring themselves to a 
permanent reconciliation with even the 
most benign-seeming of celestial beings. 

Each meeting of the Cabal begins with 
the members speaking the phrase "The 
cycle must be unbroken" in unison, and 
ends likewise with the phrase "The cycle 
will be unbroken". 

THE O RDER OF THE DRUIDS 

Allofthe above is,ofcourse, notrevealed 
in one huge burst to hopeful candidates 
for acceptance into the more mundane 
Order of non-hieropha nt druids. The 
opponents of the Cabal are the gods 
themselves and consequently secrecy is 
a constant in theirworkings. It takes lite rally 
yearsfora person to build up enough trust 
with them before they would even discuss 
the ideas in this article. The gods have a 
great deal of patience; the druids must 
have too. 

If a DM wishesto use this vision of druid ism 
in their game, and their players have not 
read this document, I would suggest not 
mentioning anything to Ovatesand only 
letting Initiatesinto the fact that the re isa 
degree of animosity between the druids 
and the godsworshipped byothers. Asthe 
characterclimbsthe ladder, s/he can be 
fed more information and the final step to 
becoming a full druid at 12th level should 
be accompanied bya complete "history 
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of the world" as seen from the druid 
perspective. 

From 3rd level onward, the druid receives 
theirspellsthrough some Nature spirit. This 
spirit will act as their 'handler" and will 
attemptto gauge and guide theirfeelings 
towards the ultimate elimination of the 
gods. Initially this spirit will stress the 
artificiality of the other alignments. If a 
characterseemsto be unable to take on, 
even in the small way that an Initiate of 
the 1st circle does, a long term plan to 
return the world to a state of godlessness, 
then it may become apparent at this 
point. As they c limb the c ire les, a ny sue h 
issues will become more and more of a 
concern although they do not 
automatically become a barrier until 
hierophant ranksare reached. 

Any characterwho ever knowingly rejects 
anyorallofthe orthodoxdruidic view will, 
of course, no longer be in harmony with 
the source of their powers and will 
therefore immediately lose all their druid 
abilities and spells, including first and 
second level spells. Don't cross Mother 
Nature! 

RELATIONS WITH OTHERS 

From the above it can be seen that the 
Cabal's long term goal isone of cosmic 
significance against which the issues of 
short term alliances with non-neutra Ispale 
into insignificance. Thus, it isclearthatthe 
traditional outside view ofdruids— that one 
can not trust them because they may 
change side mid-fight to "preserve the 
balance"— is nonsense. Such short term 
thinking isvery unlikely to serve the druid's 
long term goalsat all. 

Nor can one say that druids wish to see 
the world given overto equal amountsof 
Law, Chaos, Good, and Evil except insofar 
as that amount is nil. They reject all the 
alignmentsand wish the world rid of their 
ideological adherence completely. 

An individual druid can and will certainly 
make friends and allies, particularly 
amongst the races which the DM has 
determined are "native" for the game 
world and insofar as these may include 
kobolds, ores, dragonsand so forth (asthe 



DM decides) there will plenty of reasons 
for them to mix with other characters. 

A druid will almost certainly find it much 
easierto workwith a Chaotic Good Treant 
than a Lawful Evil Devil, and possibly a 
Chaotic Evil Qua sit even less so, but these 
are really issues of trust than any sign that 
Chaotic Good isaccepted asa "correct" 
philosophy. Outsiders and their agents 
(e.g., clerics) will always be treated with 
more suspicion but asa practical matter 
those representing Good will probably be 
favoured in the short-term over those 
representing Evil, simply because the latter 
is more immediately destructive 
compared to the former. 

As people, druids generally love nature 
and wild placesbutmostalso see Humans 
and Demi-humansand the irtowns, farms, 
and so forth as no more unnatural then 
an ant's nest or a bee hive. All native 
creatures are entitled to find their own 
survival strategies and the sentient races 
no less so. 

Druids do, of course, feel that they are 
endowed with a particular insight which 
can advise those who will listen asto which 
strategies are too short-term and will 
ultimately lead to destruction. If they feel 
that a group of creatures— "native" or 
not— are causing havoc (by any means) 
for no purpose, then they will intervene. 
But they are not simply opposed to all 
human development of land, for 
example. 

The Gods 

The godsand, by extension, theirhighest- 
level clerics, know thatthe druidsoppose 
theirvery presence in the world and their 
views on the subject vary by alignment 
and religion. The Evil powersespecially do 
notcare atallaboutthe druids,theirdesire 
forindependence, ortheirplans. The vast 
majority of these beings are far too 
arrogant to ever consider such a small 
group asanything otherthan a sideshow 
compared to their everlasting struggle 
with the forcesof Good (to say nothing of 
their everlasting struggles with the other 
forces of Evil). Asmodeus may 
occasionally ponder the issue but He is 
secure in the belief that no mortal power 
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can reshape the multiverse. He may or 
may not be right. 

The Good deities, when they teach 
anything at all on the subject, generally 
teachthatthe druidsare simply misguided 
and will in time come to realise that the 
newcomersare no more threat than the 
appearance of a new speciesand can, 
once the disruption of Evil isovercome, be 
integrated into the "natural" world in a 
harmonious way. Indeed, they say, 
"natural" is not really a valid term to use in 
connection with druidswho can call up 
flame strikesand cause a person's heart 
to stop beating with the point of a finger. 
The LN and CN alignments viewpointson 
the druid issue are very similar to each 
other, ironically enough, and basically 
amount to "Things have changed; get 
over it". This underscores another 
misconception aboutdruids— they do not 
feel any more connected with the "semi- 
neutral" alignments such asLN. 

Nature Gods 

Nature godsare a tricky issue thatrequires 
some thought from the DM. The druidsdo 
not have to worship any such god but, if 
the DM desires, they may view some of 
these beingsasmore powerful analogues 
of themselves. Just as they are 
empowered in relatively large numbersto 
protect Nature, so She may also have 
created a few much more powerful 
beings— aspects of herself— to muster 
those who are notdruidsto herdefence. 
An alternative forsome orall such deities, 
is to treat them as the ultimate usurpers 
who desire to replace Nature completely. 
Obviously, a ssuc h they will be a pa rtic ula r 
target of Druid activity. This would be my 
interpretation. 

True Neutral 

"True Neutral" is not a term used by druid s 
in connection with themselves. The druids 
view themselves as non-aligned. The 
druidsdo not want a balance of the other 
alignments, they want to eliminate them 
all, at least as idealised goals. 



Good, Evil, Law, Chaosare all optionsto 
those with freewill butanimalsand plants 
get by without such notionsand the druids 
believe thattheyare simply too rigid. While 
any of the nine primary alignments can 
be a sensible approach to particular 
situation, the druid way of thinking is that 
these positions should be discarded when 
the situation changes. Nature ha sg ranted 
the intelligent races a great power of 
flexibility in the form of freewill and 
intelligence and it is foolish to abandon 
this in orderto cling to a particular moral 
or ethic which may have outlived its 
usefulness. 

The plane of Concordant Opposition was 

initially introduced in DEITIES AND 
DEMIGODS asthe home of those beings 
which do follow the True Neutral 
philosophy, often ascribed to the 
druids,which desires a balance of 
alignments. These beings do not wish to 
see Good overcome Evil, or Chaos 
overcome Law, orvice versa. Fortheirown 
reasons, they wish a more-or-lessequal mix 
of all. Once again, the druid ic view is that 
these beings a re using the world for their 
own endsand theyare asmuch theirfoes 
asany otherOuter-Planer beings. Possibly 
more so than most, in fact, asConcorolant 
Opposition and True Neutral could be 
taken as a parody or insult to the druid ic 
viewpoint, a sort of "counter- 
propaganda". 

Other-Planer Allies 

Across the multiverse, the Cabal mayfind 
othersthatfeel asthey do and are willing 
to worktogethertowardsa common goal 
of cutting the Outer Planes off from the 
Inner Planes. One example might be the 
Blasphemous Accelerators of Tekumel 
(AKA Empire of the Petal Throne), and 
another could perhaps be Elric and the 
inhabita ntsof Moore ock'sTanelom. These 
and other alternative Prime Material Plane 
allies might be factors in a high-level 
campaign where the Cabal isactive. 
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NEW MONSTERS 



©2008J ohn A. Turcotte 

AUTHOR'S NOTE: I know the following monstersare -charitably- a bit odd. They should 
be; they came to me in a dream. I dreamed that my wife was working in the 
Netheiiandsagain. While wandering the wonderfully cramped, shop-filled streetsof 
The Hague, I stumbled upon a gaming store (a Game Designers Workshop store, to 
be precise). There, on a dusty shelf, I saw it. 

Fiend Folio II. 

Stunned, I lifted the tome off the shelf. It had an electric blue cover, much like the first 
installment. Ratherthanthe iconic githyanki, however, there was so me otherfearsome 
beast. Iwish Icould recall it more clearly, butldo recollectthat itsclawscame outof 
its face. 'This was never released in the U.S.,' I recall thinking as I flipped eagerly 
through the pages. It waschockfull of weird and nasty critters; acid mephitis, spider- 
bearsand termite people among them, all depicted with the wonderfully gritty and 
eccentric artistic styles of Russ Nicholson and Alan Hunter. There, midway through, I 
found the time-traveling Kzaddich and theirarch-enemiesfromthe Fourth Dimension, 
the Tsalakians. Withoutfurtherado, I presenta pair of monsters that make the flumph 
look positively pedestrian by comparison. 



KZADDICH 

FREQUENCY: Very Rare 

NO. APPEARING: 1-4 

ARMOR C LASS: -8 

MOVE: 12" (24") 

HIT DICE: 1+1 

%IN LAIR: 10% 

TREASURE TYPE: 

NO. ATTACKS: 2 

DA MAGE/ ATTACK: By weapon 

SPECIAL ATTACKS: Haste 

SPECIAL DEFENSES: See below 

MAGIC RESISTANCE: See below 

ALIGNMENT: Lawful Neutral (with Good 

tendencies) 

INTELLIGENCE: High 

SIZE: M 

PSIONIC ABIUTY: 240 

Attack/ Defense Modes: C, D/F, H 
X.P. VALUE: 296 +2/ hit point 

Thisweird but benevolent race existsout- 
sideofthe normal concept of time. They 
may come from the distant future, but 
could just as easily hail from the distant 
past or from an alternate reality alto- 
gether. The existence of these enigmatic 
time travelers is only whispered in the most 
arcane of works. When encountered, they 
are generally working to defy the plansof 
their arch-enemies, the Tsalakians (q. v.), 
and organize resistance against them. 



The Kzaddich (singula rand plural) always 
appear as man-sized figures, completely 
covered by cowled cloaks. Their own 
speech sounds not unlike wind chimes. 
When dealing with sentient creatures, they 
use their native telepathy. Theirtrue form 
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defies immediate description; uncloaked, 
they a p pea rasa n amalgamation of shift- 
ing, softly glowing spheres in a rough ap- 
proximation of a bipedal form. 

Hie Kzaddich can slip in and out of the 
time-stream at will. As a result, they are 
exceedingly difficult to harm. They can 
anticipate the future actions of their op- 
ponents; this results in their high armor 
class. Moreover, they make saving throws 
as if 8th level clerics and take half or no 
damage from damage-causing spells a I- 
lowing saves, allowed a save even against 
spells that normally allow none, whether 
they cause damage (such as magic mis- 
sile) or not (such as faerie fire). They a re 
immune to a II person-affecting spells(hold 
person, charm person, etc.) and cannot 
be effected by spells effecting time, such 
as slow or time stop. Indeed, Kzaddich 
can ignore the effects of these spellsand 
even interruptand take part in such mag- 
ics, such as withdraw, tempusHigrt etc. 
(no doubt to the surprise of the casters). 
They are unaffected by magical aging. 

Kzaddich are loathe to engage in com- 
bat, but if forced, they have the innate 
spell-like ability to haste themselves a twill. 
If faced with certain capture ordeath, a 
Kzaddich can, at will, simply slip into the 
farfuture orpastto avoid the situation, the 
game effect being similarto teleportwith- 
out error. 

Accomplished psionicists, all Kzaddich 
have the following devotions at the 8th 
level of mastery: body equilibrium, cell 
adjustment, levitation, object reading, 
and telepathy. 

The Kzaddich do not perceive time the 
way othersdo; they can perceive the fu- 
ture. Asa result, they have, in effect, an 
at-will ability similarto augury that is 90% 
effective. It should go without saying that 
a Kzaddich can neverbe surprised. Twice 
per day, a Kzaddich may use the spell- 
like ability of time stop at the 20th level of 
ability, effectively permitting them to stop 
time for 2 full melee rounds. By touch, a 
Kzaddich may remove a creature from its 
place in the time-stream and bring it with 
them while time-stopping. By linking 
hands, a Kzaddich can withdraw up to 
two beingswith them. 



Almost nothing is known of the Kzaddich 
culture. They vie a gainst the machinations 
of the Tsalakians on a scale that mortal 
creatures cannot comprehend and hint 
at a vast war between the two races. 
Kzaddich do not appearto have indi- 
vidual names, but often adopt pseud- 
onymswhen dealing with others(who they 
referto, not unkindly, as"linnears"). 



TSALAKIAN 

FREQUENCY: Very Rare 
NO. APPEARING: 1-3 
ARMOR CLASS: -4 
MOVE: Infinite 
HIT DICE: 2+2 
%IN LAIR: 10% 
TREASURE TYPE: 
NO. ATTACKS: 4 

DA MAG E/ATTAC K: 1-4/ 1-4/ 1-4/ 1-4 
SPECIAL ATTACKS: See below 
SPECIAL DEFENSES: See below 
MAGIC RESISTANCE: See below 
INTELUG ENCE: Very 

AUG NMENT: Chaotic Neutral (with Evil ten- 
dencies) 
SIZE: M 

PSIONIC ABIUTY: 220 

Attack/ Defense Modes: B, C/F, H 
X.P. VALUE: 510 +3/hit point 

The existence of these baleful beings is 
rumored only among the most erudite of 
sagesand scholars. They exist outside of 
normal space. Their place of origin is un- 
known, but it is said that they have no in- 
dividual willsof theirown, but are instead 
the fearful servitors of some greater ma- 
lign power. They eternally scheme 
against, and are in turn defied by, the 
Kzaddich (q.v.). 

The Tsalakians appear as tall men, com- 
pletely enshrouded in cowled cloaks. Al- 
though capable of speaking with any sen- 
tient being (an innate form of tongues), 
their voices float bizarrely around them, 
as though through a ventriloquism spell 
with a random range and direction. They 
rarely a How the irtrue fomnsto be seen, for 
they are difficult to comprehend. When 
uncloaked, they have been described as 
a blurry whirl of teeth forming a rough ap- 
proximation of a man-like form. 
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Tsalakianscan bend and fold themselves 
through space, and are therefore extraor- 
dinarily difficult to successfully strike 
(thereby accounting fortheir high armor 
class). Moreover, they are fearsome in 
combat asthey have the spell-like ability 
to blink at will. Hie ir multiple attacks rep- 
resent their ability to strike from several di- 
rectionsat once. A Tsalakian may divide 
itsattacks among opponentswithin 20' of 
itself. 



all othersentient beingsto the will of their 
dread master, liiey preferto workthrough 
others, themselves remaining out of the 
fray if possible, revealing their fearsome 
abilities only if pressed. Theirhatred ofthe 
Kzaddich knowsno boundsand theycan 
detect the presence of those creatures 
and will always attack them on sight. 



They may move any distance in any given 
round, ignoring physical or magic 
obstacles in their path. This functions as 
an innate form of telepoit without error. 
Theycan even enterconcealed orhidden 
areas, asthey do not perceive space as 
others do, and can see "around" walls, 
floors and ceilings. Thus, they can 
disregard held portals, walls of force and 
the like. Secret, concealed and hidden 
doors and traps are always exposed to 
their weird senses, as are thieves 
attempting to hide in shadows. Note that 
they are, however, subjectto illusionsand 
cannot perceive invisible, out of phase, 
ethereal or astral objects or creatures. 
Unless opponents a re protected by such 
means, a Tsalakian cannot be surprised. 
They are immune to "person" affecting 
spells, such as charm person. 

Tsalakians are allowed saving throws 
against a II spells, even magic missile, and 
take half or no damage from damage- 
causing spells on a successful saving 
throw. They make all saves as 8th level 
clerics. Theycannotbe restrained byany 
impedimentand actasif wearing rings of 
free action at a II times. 

Tsalakians possess psionic ability. They 
have the following devotions at the 6th 
level of mastery: detectgood/evil, detect 
magic, empathy, and telempathic 
projection. Note that these creatures 
often use the latter ability to project fear 
to those that oppose them. 

Tsalakians, when encountered, are usually 
in the actof planning orcarrying out some 
great ill, forthey perpetua lly strive to bend 
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VAMPIRE LORDS 

Looking forthe ultimate villain? "Thisone comeswith some teeth! (Part I) 

By Brian Wells 



The contents of this document are 
presented as a detailed outline forthe 
Dungeon Master of an ongoing 
campaign. It is therefore advised that 
players make their Dungeon Master 
aware of this material, but do not study 
thiswith any depth, asthe foreknowledge 
gained would spoil the excitement of 
discovery during actual play. 

Tne vampire historically has instilled in us 
dark illusions of foul undead and the 
carnage that they bring to the living 
populations. Tne version of the vampire 
that is contained in this document was 
inspired by the latest trends in both 
popular motion picture productions and 
written publications. Tne goal of this writing 
isto shed a little modem lightonthiselusive 
creature. If you are looking forthe most 
evil of villa insfor your party to face in their 
next adventure, orto possibly give them 
justa taste ofthe fringesof thisevil monster 
... then enjoy. 

The Vampire Histories 

Millennia ago the ascension ofthe elite 
class of holy warriors (paladins) began. 
Tnese holy lords served a deity of utmost 
good and could sway nations in their 
unyielding cause against evil. One ofthe 
few holy pa lad insof this most ancient time 
was the noble lord, Anuasa, ruler of the 
Darmesii Kingdom; an ancient desert 
civilization now lost to the dusts of time. 
Anuasa was driven to remove the evil 
hordes that had garrisoned, against him 
on the borders of his powerful nation. To 
do so, he formed a host so large that it 
tookthree daysforitto passa single point 
while onthe march and the dustthatrose 
above this army could be seen from 
horizon to horizon. 

Anuasa divided his army into four legions 
thatwere underthe command of hismost 
trusted generals, Hydames, Herodotius, 
Persepolis, and Achaeminid. Tne full force 



ofthishuman machine of destruction was 
condemned to neversee battle, for the 
forcesofthe evil hordesthatwere brought 
against the Darmesii Kingdom had with 
them the High Priest of Anshar, the God of 
Darkness and Night. This priest had 
secreted a J arof Aknubiifrom itsGuardian 
Demon, and now had this sacred item in 
his possession. Within the blackened jar 
wasconfined the essence ofthe Demon 
LordHadak Hadakwasthe Soul Searcher 
ofthe God Druaga, Ruler of the Devil 
World ofthe Nine Hells. 

On the floor of his tent, the High Priest 
carefully traced mystic runes and 
scrawled symbols, whose true meaning 
have been lost to the understanding of 
men. Once safely within thiscrude circle 
the cleric released the essence from the 
ancient clay jar. A fine glowing mist 
emanated, which then thickened and 
coalesced into a most foul shape. Tne 
priest then commanded the Demon Lord 
Hadak, whose material shape had taken 
form, to dispel the army of Anuasa that 
was aligned even now on the plain 
against the horde. 

The demon asked for pa rtic ula rs of 
Anuasa and a conversation was begun 
thatlasted into the early hoursof evening. 
"We must make a pact, priest," said 
Hadak, "with your unholy Symbol of the 
God Anshar, traced with a dark long lost 
symboldrawn inyourblood, lean promise 
you victory. Once this victory iscomplete, 
you will release me and I will return to my 
dark lord. "Tne priest was unsure butgave 
in and the Hadakpricked the priest'sfinger 
and marked a glowing symbol. Tnenthe 
demon dripped a misty liquid from the 
unholy symbol into a small vial. He looked 
into the eyesof the priest and stated that 
before the light of dawn strikes the plain 
shall the mournful wail of Anuasa be 
heard, and the sound would markthe end 
of his kingdom, and the beginning ofthe 
priest's. 
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With the coming of darkness, the demon 
then transformed into the likeness of the 
high priestess of Girru, Anuasa's most 
trusted advisor. Hie disguised demon then 
crossed the wasteland between the two 
armies and entered into the tent of 
Anuasa, just as the king was sending for 
his generals. The disguised demon used 
guile and lies to convince Anuasa that 
there should be a new course of action 
to ensure victory against the threatening 
horde. Hadakconsulted with Anuasa and 
bade him to drink the potion that "she" 
had in her possession. In a convincing 
voice, she intimated that this wondrous 
potion would provide Anuasa with the 
powers of true sight, and give him the 
command of the field of battle on the 
morrow, leading he and his trusted 
genera Isto ultimate victory a gainst the evil 
horde. Convinced, Anuasa then willingly 
tookthe potion from the demon. 

In shortorderthe genera Isentered the tent 
of Anuasa. The disguised demon sat 
quietly in the back shadows as the king 
was finishing the last draughts of the 
potion. Asthe generalstooktheirplaces, 
suddenly the king's body became rigid, 
hiseyesfixed and staring. Then a horrible 
anguish went through Anuasa and the 
piteous sound of his wail permeated the 
camp of hiswaniorsand reached the very 
fringesof the gathered evil horde, and to 
the waiting ears of the High Priest of 
Anshar. 

To the horrorofthe gathered genera Is, the 
king was unresponsive, his eyesfilled with 
watery pain and starring with malice at 
the form of the priestess of Girru. The 
generals seeing this, looked also to the 
priestess, but instead ofangerthey looked 
forguidance. Forthe demon again used 
guile to direct the distraught generals as 
to what to do to save their lord and king. 
The demon pleaded with each of them 
to draw their daggers and injure their 
necksand to then press their wounds to 
the lips of their king, if they did not act 
quickly the king would most assuredly die 
and their cause would be lost. Each loyal 
general willingly did as he was to Id, and 
asthe king tasted the blood of each of his 
generals the act of betrayal was 
complete. With a flash of radia ntblue light 
Anuasa fell from grace in the eyes of his 



god, his anguish passed, life returned to 
his limbs, and he flew into what seemed 
to be a blinding rage, biting and slashing 
his hapless generals to death. Then 
Anuasa went from the royal tent killing all 
that he encountered. With a greasy smile 
the demon then strolled overthe bodies 
of the slain genera Is and returned to the 
High Priest of Anshar, to be released from 
service. 

Emerging fromthe dark moist earth within 
the camp of the evil horde, the demon 
sought out his master; whom he located 
quietly sipping wine in his tent behind a 
screen of rare hides and fine silks. With 
assurances that Anuasa's army was no 
more, the High Priest of Anshar released 
the demon from his service, free now to 
return to its vile plane. The demon's smile 
caused a shudder within the priest. And 
asHadakleftthe presence ofthe priest, it 
said "Beware the Lords of Darkness my 
master, for they drink a most fowl brew." 
Then with a hissing laugh, the demon 
strode into the earth on its long journey 
home, just asthe first raysof dawn broke 
on the horizon. 

News of the king's madness and the 
slaughter of his comma nding generals 
swept the army like a firestorm. With the 
rising ofthe sun the army of Anuasa had 
been decapitated, there was none that 
dared to oppose the evil horde a sit began 
its invasion ofthe Darmesii Kingdom. 
Victory wasassured and wascomplete as 
the horde swept overthe land and the 
Darmesii Kingdom was no more. The body 
of Anuasa was found on the plain 
between the two armies, scorched 
beyond recognition; identified only bythe 
clothes that were on the corpse. The 
bodiesofthe generalswere neverfound, 
a nd it wa stho ug ht tha t loya I se rva nts ha d 
secreted the slain bodies away in 
advance ofthe horde. 

The commanders of the evil horde were 
now the lords of this newly conquered 
land. But soon there was found a 
pestilence within this subjugated kingdom. 
The morning watch began to find slain 
citizensand minionsof the horde with the 
rising of each morning's sun. Throats 
slashed and bodiesdrained of blood were 
becoming common place within the 
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boundaries of the once great Damnesii 
Kingdom, now a cursed land. 

On a dreary night during the time of the 
blood moon, the High Priest of Anshar 
found himself alone in hisheavily guarded 
chambers. Hie shimmering red diskofthe 
moon had barely risen when there came 
shrieks from the servants and the guards 
that protected the priest. Hie priest hid in 
fear, cowering behind the carved stone 
divan within his room. There came a 
knocking at the heavy iron bound doors 
that guarded the entrance to his room. 
Out of fear he deigned to answer the 
hollow soundsasthey reverberated in the 
great hall outside his room. A fine mist 
began to flow underthe door, which then 
coalesced into four shadowy figures. 
These dark figures sensed more than saw 
that the priest was in the room. They 
moved with a speed that surprised their 
hapless victim. And barely did the priest 
realize they were in the room when he was 
surrounded and staring into the cold dead 
facesofthe commanding genera Isof the 
slain Damnesii King, Anuasa. Each bore no 
marksof the horrible battle that wastheir 
end, yet each sported sharp fangs, 
hardened claws, and the foul smell of the 
grave asthey pressed in on the shrieking 
priest. 

In shortorderthe High Priest of Ansharwas 
no more, as limbs were rendered and 
blood was splattered and drained. With 
the death of the priest, a prophecy was 
fulfilled, a nd the tra nsfomnation from mere 
undead to undead lords was complete. 
Thusthe "Lordsof Darkness" would begin 
to build their sec ret society with man and 
his brethren as their prey. To this day the 
blood descendantsof these foulcreatures 
stalk the night; seeking fresh warm blood 
to feed theirfetid thirst. Theirsec ret society 
is safe, so long asman isunaware thatthis 
predator is lurking in the darkness of the 
misty nights. The race of vampires is 
among us. 

DM Note on Material: It should be noted 
that the god Druaga, Ruler of the Devil 
World of the Nine Hells isa Lawful Evil Devil, 
and the god Anshar, the God of Darkness 
and Night isa Chaotic Evil Demon. Hadak 
isof devil stock that now isa follower of a 
demon lord. The impression that Hadak is 



a Chaotic Evil Demon isa misleading flaw 
in the legend. Should a high level 
adventuring party attempt to contact and 
control Hadakto gain knowledge of the 
locations or weaknesses of the vampire 
lord societies, while assuming that Hadak 
is a demon that may or may not have a 
negative impact on the results of their 
exploits. But it isa detail that the DM should 
carefully consider. 

Legends are notorious for being 
informative and yet inaccurate. Forfurther 
reading of some of the source material 
referenced inthisintroduction,seethe First 
Edition Deities & Demigods (DDG), 
Babylonian Mythos. 

Vampire Commonalities 

Vamp ires we re created when the paladin 
Anuasa fell from grace and was 
transformed by consuming a Potion of 
Creation followed by the blood ritual 
initiated by the demon Hadak. It is 
because of the fact that Anuasa was a 
paladin that ceremonial burial rituals, bless 
spells, etc. are such critical aspects in the 
creation ofa Vampire Lord. With Anuasa's 
sharing of blood with hisgeneralsand then 
slaying them in the presence ofa force of 
ultimate evil, a core of undead entities, 
equal to each other, was created that 
would now feed upon human or 
humanoid blood to survive and have the 
capacity to spread their undead 
existence like a plague upon the land. The 
slaying and consuming of the High Priest 
of Anshar, further committed these foul 
creaturesto survival in a world of darkness, 
butalso gave the race of vampiresa very 
long if not eternal unlHe. And by slaying 
the high priest of Anshar, the 
transformation ritual was complete; the 
demon Hadak was revenged, and 
vampiresbegan theirblood feastsasthey 
ascended to the top of the food chain. 
These undead then consolidated their 
strength, and hid themselves among the 
populationsof the world. 

All vampires are descended from the 
same initial Blood Ritual. The Blood Ritual 
involvesthe vampire drinking the victim's 
blood, then sharing the vampire's blood 
with the victim to complete the ritual. Only 
Vampire Lordsmay create otherVampire 
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Lords, and those must be human and 
have full ceremonial burial rights 
performed at the time of burial. The elite 
within the vampire communities are the 
Vampire Lords. These are the organized 
ruling vampires that have formed the 
sec ret society and trace their ancestry to 
one of the original vampire dynastiesthat 
was created when Anuasa fell from 
grace. The four dynasties of the Vampire 
Lords are known as the Hydarii, the 
Herodotii, the Persepolii, a nd the Ac hminii. 

A lowerand reviled form of vampire is the 
Rogue Vampire. The Rogue is a vampire 
thatfailed in some way to fully become a 
Vampire Lord, and conforms to the 
material and statistics of the First Edition 
Monster Manual (MM). Rogue Vampires 
are created by other Rogue Vampires or 
were non-human; were unwilling to 
become a vampire; or did not have 
proper burial rights performed at the time 
of internment. 

Vampires are driven by the pursuit of 
power, control, and their continued 
undead survival. Collectively, vampires 
view the va riousracesof human typesand 
humanoidsasboth prey and aspredator. 
As prey, vampires view populations as a 
food commodity to be exploited. Because 
of this they will not be found fa r from 
locations of civilization. But vampires a re 
weakduring the day asthey rest, so they 
are very secretive and defensive in their 
dealings with those local populations. 
Vampire hunters are predators that can 
easily slay a vampire while in its resting 
state of weakness during daylight. A 
vampire will go to extreme lengthsto keep 
the knowledge of the location of theirlair 
a secret, lest they be sought out and 
eliminated. 

Through promises of wealth, vile threats, 
and assurancesof eternal life, all vampires 
are able to attract a number of non- 
vampire henchmen;the numberallowed 
is based on the vampire'sCharisma score. 
These henchmen orhenchwomen can 
provide the occasional blood feasts for 
the dark lord, and will protect and 
conceal the vampire from harm during 
timeswhen the vampire is in a weakened 
state. These henchmen also do the 
bidding ofthe vampire asneeded. Forthe 



Rogue Vampire, the most loyal and 
powerful of these followers will be 
subjected to the blood ritual and 
converted to vampire slaves. 
A Vampire Lord will only seek out a willing 
human victim to be made into a blood 
descendant. This individual is known asa 
Chosen, and will become a vampire slave 
to the master until they are of sufficient 
levelto be considered a Vampire Lord. It 
is critical that the Chosen be voluntarily 
made into a vampire oftheirown free will; 
if this is not the case then the created 
vampire becomesa Rogue Vampire, and 
will most likely be hated and slain by the 
Vampire Lord. Vampires a re thus able to 
sense each other's presence and they 
can accurately determine if the other is 
ofthe race of a Lord ora Rogue. 

A vampire will create as many vampire 
slavesasallowed by their Charisma score, 
beginning at the 8th Level for Vampire 
Lords. These Chosen will begin at 1st level 
Bloodsuckers on the Progression Tables 
(q.v.). As these vampire slaves complete 
tasks they gain experience and progress 
on the table, becoming stronger. As the 
vampire slaves reach 8th Level they are 
now Vampire Lordsof theirown. They will 
swear fealty to the Vampire Lord that 
created them, be assigned lands and 
communitiesto conquer and establish an 
undead coven. Vampires, in general, are 
masters at infiltrating a community and 
establishing secure strongholds of their 
own. Should a Vampire Lord's creator be 
slain then this vampire will become free 
of its vassalage, and will try to gain power 
and fill the position that was vacated by 
their slain master. This will result in a civil 
war within this branch of blood 
descendants, asotherVampire Lordsthat 
were descended ofthe slain lord will also 
vie forthe position of powerand title. These 
Vampire Lordswill also seekoutthe slayer 
of their master, more to ensure that the 
same fate does not befall them, as 
opposed to any sense of loyalty. 

For Rogue Vampires, see the information 
printed in the MM. The vampire slaves will 
do the bidding ofthe Rogue Vampire, until 
the vampire is slain. At that point the 
vampire slaveswill become free ranging 
Rogues in their quest to attract followers 
among the living, create vampire slaves, 
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and gain power in the likeness of their 
master; so thatthey can freelyfeed on the 
societies of man. 

Hie weakness of these powerful undead 
monsters is evident each day with the 
rising of the sun. "The vampire is nearly 
helpless during the hours of daylight, asit 
lays in it lair awaiting the arrival of yet 
another sunset. This state of weakness 
makes the vampire vulnerable to any 
physical attack. When they are resting 
during the day in their lair, the vampire 
must be in directcontactwith theirnative 
soilorthe soil that they were interred in at 
the time of death. While resting, the 
vampire is totally dependant upon their 
living henchmen to guard and protect 
them. Lacking this resource, then the 
vampire must rely on theirown abilitiesto 
maintain the secrecy of their lair. A 
vampire that is exposed to sunlight is 
immediately rendered immobile, and the 
vampire will then perish within 1 tum of 
continued exposure. Asa result of this 
condition, their first choice of a lair is a 
location that is deep and foreboding, 
where the chance of sunlight reaching 
them isessentially non-existent. If an ideal 
lair of this type cannot be found then they 
will fortify a location to reduce the 
c ha nc esof lig ht rea c hing them while they 
rest, and take measures to ensure that 
humans do not stumble upon them. They 
will take no chancesin theirse lection of a 
sanctuary. The place of hiding selected 
willallowthe vampire to avoid the sunlight, 
limit the chance of discovery while resting, 
and afford the vampire a hidden means 
of escape should the lair be discovered; 
these are the priorities at all costs. 

The resting time fora vampire may be cut 
short only if their lair isdeep underground. 
These undead are slow to arouse when 
caught while resting, but with the setting 
ofthe suntheyawakenand are veryquick 
and violent if they have unwelcome 
visitors. The methods of slaying any 
vampire are covered in the material 
presented in the MM. To be truly slain is 
known within the vampire societies as 
"oblivion", and that is a truly heinous 
prospect for most any vampire. It is a 
sacred term of this undead as they are 
aware of no existence beyond true death. 



Once slain, allthatremainsforthisundead 
is oblivion. 

A vampire that is captured "alive" and 
threatened with oblivion is very talkative 
indeed. The threat of exposure to sunlight 
isa most powerful threat in the eyesof this 
undead. Beginning an interrogation with 
the rising ofthe sun isa very effective way 
to gain information. But keep in mind that 
the vampire has many powers at its 
disposal, so there are issuesthat must be 
overcome, or the creature may just slip 
awayforcing the hunt to begin again. Lo- 
level Vampire Lords are much easier to 
deal with when the party is gathering 
information. But in any case, you are 
dealing with an evil untrustworthy undead 
monster that sees all living humans and 
their ilkasfood. 

"The Hunger" is something that all 
vampires have felt and know a II too well. 
When the Hunger strikes, it is not just a 
feeling of unease and discomfort for this 
undead. The Hunger is a burning and 
gnawing sensation that drivesthe vampire 
to seek out a blood feast. The Hunger is 
felt in varying degrees by all vampires 
during theirwaking hours, and this feeling 
grows ever stronger as the time between 
feedings lengthens. A Vampire Lord can 
fend off the Hunger for a maximum 
numberof daysequal to their level up to 
10th level; a Rogue can fend off the 
Hunger for a maximum numberof days 
equal to their hit die. Once a vampire has 
not fed for their maximum period of days 
the Hung ertakes contra I. The vampire will 
be ravenous, and will take little or no 
precautionsin acquiring a blood feast. Tne 
culmination ofthe hunt under ravenous 
conditionswill be violent, with none ofthe 
usual subtleties that the vampire prefers. 
In extreme cases a vampire may even 
attack a victim in front of shocked 
onlookers, with no consideration of their 
personal safety or secrecy. This is a 
violation ofthe code of secrecy, and a 
sentence to oblivion underthe Vampire 
Law. 

If a vampire hasnotfed fora period of 30 
days, it will be forced into a quasi-status 
between a plane of existence and 
oblivion, this is the hibernation, that the 
Fathersof Eternal Da rknessare periodically 
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subjected to. When the vampire comes 
out of hibernation, they will be rested, 
refreshed and lacking the Hunger for a 
period of 2 days. Should a blood feast not 
be found within that period, the desire 
grows and the vampire will continue 
through the stages of Hunger and 
eventually becoming ravenous once 
more, with the process repeating. "The 
Hunger can make a vampire very 
incautious, placing the vampire at great 
risk of discovery; and that is why vampires 
will be found in close proximity to their 
preferred food source. Newly-made 
vampires, unused to the Hungerand the 
slaying of life to ease its impact, will suffer 
the negative effectsfrom the Hungermore 
often until they leam to control it. These 
fledgling vampires must leam to feed as 
a course of survival. 

There are theoriesthatthe vamp ire 'sfear 
of the true death that sunlight brings is the 
main reason why such a powerful creature 
asthe vampire isnotan overly aggressive 
foe to be contended with in open battle. 
The vampire operates with a mindset of 
survival and the use of stealth and 
subterfuge; all vampires will maintain 



those goalswhen dealing with a powerful 
threat. Of course, if cornered they willfight 
vie iouslyand without mercy; butgiventhe 
opportunity to escape, thatchoice will be 
the vampire's first option. For any single 
Vampire Lord or Rogue, the first line of 
defence is their henchmen followed very 
quickly by their vamp ire slaves. Vampires 
use their henchmen and vampire slaves 
to seek out and gather information on 
those forces that present a powerful 
threat. These minions of the vampire will 
lookforweaknessordeal with thatthreat 
directly. Vampires are cautious when 
threatened with harm. A vampire will 
avoid direct combat with an unknown 
and suspected powerful adversary, unless 
theyare given no choice. If they discover 
that they are being hunted, they will 
relocate their la irasa precaution asthey 
plan the demise of the threat. Vampires 
will only abandon an area entirely if they 
suspect that they could be slain by a 
powerful threat and thus committed to 
oblivion. 

While thisgame of catand mouse isbeing 
played out, the Vampire Lord will 
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Blood Sucker 
Neck-biter 
Night Prowler 
Night Stalker 
Bat Lord 
Blood Hero 
Nosferatu 
Vampire Lord 
Vampire Knight 
Vampire Count 
Vampire Duke 
Prince of Darkness 



*250, 000 experience pointsperlevelforeach additional level above beyond the 12 
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desperately attempt to get word of the 
threat to theirnextin onderof precedence 
within the society. Nobles will contact 
vassals for support, and vassalswill plead 
foraid and supportfromtheirnoble. High- 
ranking Noble Vampire Lordsmay plea to 
the Council of the Lords of Darkness 
directly foraid to stop discoveryorthe ruin 
of a coven by theirliving foes. These high- 
ranking vampirescan rely on aid from the 
Council, those of lowersocial status may 
have to fend forthemselvesorofferproof 
of the threat. Asking a vampire for proof 
of a threat is a delaying tactic while the 
vampire then councils with their advisors 
and dec ides whether this pa rtic ula r 
vampire isexpendable. 

The vampire enjoys its undead existence 
and the power that it brings, but there is 
nothing leftto it if truly slain and committed 
to oblivion. They feed upon the living and 
use guile and trickery to obtain victims. In 
their dealings and manipulations of the 
human and humanoid populations, a 
vampire will never openly identify 
themselves as to their true nature. To do 
so would be to indicate to your possible 
enemy not only your strengths, but would 
give unneeded insight into your 
weaknesses, and vampires have periods 
where they are very weak. Tne vampire is 
a secretive creature by nature, it has to 
be. It is up to you as the DM to develop 
an understanding of a vampire's 
limitationsand exploit itsstrengths. Tne only 
individuals that will know a vain pine's true 
identity are that vampire's servants, 
henchmen, and vampire slaves. If the 
vampire be ofthe lord race and isalso a 
Noble Lord ofthe Sec ret Society, then they 
may have vampire vassals, and they will 
be partofthe Sec ret Society a swell. When 
encountered, vampirescan easily detect 
each otherand determine race. 

The Vampire Lord 

Vampire Lordsare each descended from 
the direct bloodlines ofthe four genera Is 
thatwere slain byAnuasa. Each ofthese 
warrior generals represents a single 
lineage of Vampire Nobility within the 
Sec ret Society. The progeneratorsof each 
ofthe vampire dynastic lineages are 
known collectively within the Secret 



Society a sthe Fathers of Eternal Darkness. 

Vampires are truly long-lived and vile 
creatures. And yet so much time has 
elapsed since Hydarnes, Herodotius, 
Perspolis, and Achaeminid each became 
the first surviving vampires, that time has 
taken its toll even on these vile undead. 
The Fathersof Eternal Darkness have been 
deified by the descendants within their 
lineages and are also revered by all 
membersofthe Sec ret Society. The Fathers 
of Eternal Darkness are so ancient that 
they are only active for a few years at a 
time. Following this brief period of activity, 
they must sleep for several decades or 
centuries to recover from the rigors that 
they endured during theiractivity period. 
As with all vampires, they are most 
vulnerable when they sleep. These 
ancient undead must seek refuge in their 
native soil during this hibernation period, 
as they rest and recuperate. There are 
secret ruins and crypts deep within the 
Vaudish Desert which have been fortified 
bythe Secret Society and actassacred 
crypts for the Fathers of Eternal Darkness 
while they rest. These a re a Iso the loc ations 
of the Council of the Lords of Darkness, 
which leads the Secret Society while the 
Fathers sleep. It iscertainthatthese crypts 
are heavily guarded and protected. 
This required hibernation ofthe Fathersof 
Eternal Darkness results in the misfortune 
of having the power-base of each 
dynastic familybeing absentand sleeping 
fordecadesand centuriesat a time; the 
result ofthisisthat the Sec ret Society would 
have no guidance during these times of 
hibernation. To resolve thisrecuning power 
vacuum, the Fathers have each 
appointed for their dynastic family a 
representative to sit in their stead on the 
Council ofthe Lords of Darkness for the 
duration ofthe time of hibernation, oreven 
longerattheirchoosing. In the eyesof the 
Fatherthe most powerful Vampire Lord of 
each ofthe dynastic bloodlines is seated 
atthe head ofthe counciland represents 
the interests of their blood line in all 
vampire matters while the Father sleeps. 
It is the duty of all membersof each ofthe 
bloodlines to protect the Father of that 
bloodline atalltimesand especially when 
he isathisweakest, while he sleeps Should 
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the Fatherof a bloodline truly be slain and 
committed to oblivion, then all vampires 
directly descended of that bloodline will 
also meet their doom with the next rising 
of the sun. So even though there are 
bloody and vengeful power struggles 
within each of the bloodlines or across 
bloodlines, the Fathersof Eternal Darkness 
are all protected and coveted by their 
respective dynastic descendants 
The four dynastic bloodlines of the 
Vampire Lords are: the Hydarii, the 
Herodotii, the Persepolii, a nd the Ac hminii. 
When a Vampire Lord (8th Level and 
above) ofone ofthe dynastic lineageshas 
located a likely candidate, they will probe 
and delicately inquire in an attempt to 
persuade that character to consider 
joining the named lineages of the 
dynasties and become a follower and 
servant of the Vampire Lord. This person 
thatthe vampire hastaken an interest in is 
known asa "Chosen." No matterhow the 
Chosen lived their life, all Vampire Lord 
Charactertypesare of evil alignment, and 
only humans can be made into Vampire 
Lords. To begin the progression of 
becoming a Vampire Lord, the Chosen 
Character must willingly g ive themselves 
into the transformation ritual to pass from 
human to an undead Vampire Lord. The 
Blood Ritual involves the sharing ofthe 
Chosen's blood with a Vampire Lord 
followed by the sharing ofthe Vampire 
Lord's blood with the Chosen. Once this 
ritual is completed, the body of the 
Chosen will slowly and painfully die over 
the next 1-4 days. Once death hastaken 
its grip, the Chosen must then be interred 
into the earth ormausoleum, etc. Because 
the Vampire Lord was created from a 
fallen Paladin, all religiousand holy burial 
rights must be performed on the body of 
the Chosen for the victim to become a 
Vampire Lord. In another 1-4 days the 
Chosen will rise asa newly-made Vampire 
Lord of 1st level. Only Vampire Lords and 
above on the Progression Tables may 
create a Vampire Lord candidate. A wish 
spell cast at the point of the Chosen's 
death will stop tra nsfomnation to a va mpire 
of any type; however, the character in 
question will still die and must then be 
brought back through various other 
means. 



All newly-made vamp ires that attempt to 
progress on the Vampire Lord path will 
abide bythe progression table asthey rise 
to the level of Lord and beyond. 

Vampire Lords will attack and save as 
Fighters or as the most beneficial table if 
multi-classed. They can also use all items 
usable by fighters and once they reach 
8 Level they can also resume their 
previous c lass at the level that they were 
priorto being transformed into a vampire 
and are at that point multi-classed, as 
covered later. Vampire Lords are both 
physically very strong and quick in their 
actions should the need arise. To reflect 
these advanced physical characteristics, 
atthe time that a characterbecomesa 
level 1 Blood Sucker, they will add +2 to 
their Strength to a maximum of 19; they 
will also add +2 to their Dexterity for a 
maximum of 19. Vampire Lords need to 
getclose and gain the trust of theirblood 
victims in order to feed, acquire 
henchmen, and create vampire slaves 
from the Chosen. Physical force isonlyfor 
the most brutish of vampires (see Rogue 
Vampires) to aid thisva mpire type'sa bility 
to feed and function within the societies 
of the world; Vampire Lords also get to 
add -KLto their Intelligence and +lto their 
Charisma, neither of which may exceed 
a maximum of 18. Asvampiresofthis racial 
stock progress, they gain certain 
cumulative powersateach level: 

1 st Level - Vampiresa re immune to sleep, 
charm and hold spells. A Vampire Lord 
may spiderclimbat will asperthe magic- 
user spell. 

2 na Level- Vampiresa re now immune to 
poison and paralysis attack types; and 
coJd based attacksdo only half damage. 
3 ra Level - Vampires can now summon 
10-100 rats or bats, these latter do not 
attack but create confusion, and either 
will arrive in 2-12 melee rounds. 
4 tn Level - It will now require a -KLorbetter 
weapon to hita Vampire Lord of this level 
or,above. 

5 Level - The damage done by the 
vampire is by Weapon Type + strength 
bonuses, or2claw attacksat5-10 hit points 
of.damage each attack. 
6 in Level - Can assume gaseousform a nd 
shape change into a giantbatltime/day. 
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The vampire's gaze acts as a charm 
person spell, with a -2 penalty on the save. 
7 in Level- Can summon 3-18wolveswhile 
in a wilderness environment. These will 
a.mve in 2-12 melee rounds. 
8 Level - Once the title of Vampire Lord 
is attained, the vampire can shape 
change into a batofanytype at will. With 
a claw attack, a vampire can now has 
the ability to energy drain 2 levels with 
direct physical contact on a human or 
humanoid character when a successful 
"To Hit" roll is made. Any characters slain 
by having their life levelsd rained to 0-level 
will arise in 1-4 days as a Rogue Vampire 
unless their body is cremated. A vampire 
at this level and above is now able to 
regenerate 3 hit points per round up to 
theircharactermaximum. And atthis level 
and above the Vampire Lord can now 
resume any special classes that they had 
while still among the living, and continue 
to progressin those c la ssesasa multi-class 
character, dividing Experience Points 
between the classes as they progress. 

There are however several restrictions to 
the multi-class Vampire Lord. Only Clerics 
of Evil Alignment may resume theirCleric 
Class, and there may not be multi-class 
Druid, Ra nger or Pa lad in character 
c o mb ina tio ns (the A nti-Pa la d in/ Va mp ire, 
Dragon Magazine Issue 39 page 8, is 
acceptable providing the Vampire Lord's 
alignment is Chaotic Evil). Vampire Lord/ 
Assassin type characters exist only under 
special conditions (see The Council of the 
Lords of Da rkness, q.v.). 

The Sec ret Soc iety 

The SecretSocietyofVampiresdefinesthe 
social structure ofthisdarkrace. Within the 
Secret Society there exists a complex 
interweaving of the different social strata 
of the Vampire Lord populations. All 
vampiresare evil by nature, and they are 
quite intelligent. Asa soc iety the vampires 
have come to realize that there is safety 
in numbers and there is control of those 
numbers with organization. This 
organization isaimed atensuring thatthe 
vampires as a race remain undetected 
orat least only suspected so thatthey will 
remain viable within the populationsupon 
which they feed. 



Humansand theirilkmay fight wars, build 
cities and establish great wealth and 
empire, but very few of these 
accomplishments were not aided or 
manipulated in some way by the decrees 
ofthe Councilofthe Lordsof Darknessand 
the activities ofthe Secret Society. In the 
value structure of a vampire, if it meansa 
growth in the populations of the world 
(read this as an increase in food 
production), or an increase in personal 
wealth and power, vampires will support 
it. 

There are four competing empires within 
the Secret Society, the blood dynasties. 
The social structure ofthe Vampire Lords 
is a governing system based on a Feudal 
society. The Father of Eternal Darkness 
representsthe Sovereign orEmperorofthe 
social structure and below them are the 
Dukes, Counts, Barons, and Blood Knights 
etc. Vampire slaves a re at the bottom of 
the vampire nobility, and any living 
henchmen that serve the Vampire Lord 
are considered peasantsand serfswithin 
the social structure. A good text on the 
Orderof Precedence (see Footprints #12) 
will be a great aid in laying out the social 
ranking and hierarchy ofthe Secret 
Society. 

Vampire Lord society isdependant upon 
the races of humans for their survival. 
Populations are a commodity, a source 
of power and wealth within the Secret 
Society. Fora vampire to infiltrate and gain 
control within a large city, the Secret 
Society may consider that Vampire Lord 
to be a Blood Baron. A vampire that 
acquires vassals in neighboring 
communitiesalong with the promise of a id 
and the swearing of fealty, will experience 
a rise in social status along with power, 
control, and influence within the Secret 
Society. But should a nother va mpire 
establish a territory within communitiesthat 
have already been claimed, a social 
upheaval will be the result until the dispute 
is settled and the most powerful and 
treacherous is usually the victor. 

The social ranking within the various titles 
of nobility within the vampire society is 
based upon the length of time that 
individual has been an undead.The older 
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vampires have progressed higher in the 
social strata, for a Vampire Lord becomes 
stronger with age (progression on the 
table). Though there have been instances 
of lower-level vampires defeating a 
vampire of higher level and assuming 
control of their lands and property, this is 
rare. The empire of a specific blood 
dynasty is a matrix of the populations of 
all the vampiresthatare descended from 
a specific fatherand the prey populations 
that they control. These dark empires a re 
not measured in land acquisition, but in 
the defending of human prey population 
centers from other Vampire Lord 
dynasties 

Within this matrix are established the 
Kingdoms, Principalities, Dukedoms, 
Baronies, etc of the blood dynasty. The 
kingdomsa nd theirfeuda I soc ia I structures 
are of great value to the Secret Society, 
forthey control vampire commerce in the 
various races of humans and humanoids 
that are considered desirable vampire 
slaves, henchmen, ordelicaciesby this vile 
undead. Vampires do wage violent and 
bloody warwith each other, but they do 
not threaten the Fathers of Eternal 
Darkness. Therefore, these social 
upheavalsare conducted underthe very 
nosesofthe humansthatthey are waning 
over. The conflicts are low scale, of short 
duration, and clandestine in nature. The 
populationsof man maybe suspic ious, but 
they never know for sure the true 
ramifications of these incredible events 
that periodically unfold. There have been 
large scale wars that have taken place. 
But these involved the manipulations of 
the humans themselves. By causing the 
humans to engage in massive wars, 
reducesthe populationsthat vamp ires rely 
on, thus stripping the land of its value in 
the eyesofthe Sec ret Society. If one Blood 
Lineage wishesthe citiesand communities 
of another, but they lackthe resourcesto 
contest the claim, they will usual start a 
waramong the populationsof men. The 
loss of human life during a war will so 
devalue the land that it may cause the 
controlling Vampire Lordsto retreat, and 
thusallowing the new vampire tenants to 
establish themselvesand begin rebuilding 
the human populationsonce again. 
As long asvampire activitiesare secretor 
atthe very leastonly suspected, the Secret 



Society will not align itself against the 
violator of the vampire code of secrecy. 
Humans must never know that with the 
setting of the sun there is a separate, 
parallel society that riseseach night. 

The Council of the Lords of Darkness 

The Council of the Lordsof Darkness is the 
governing body of the Secret Society of 
the Vampire Lords. Vampires have 
established a social hierarchy, and they 
defend their claims of land and 
possessions against the usurpations of 
competing vampire lineages. These 
established claims on the world's 
populationsconfomn closely to the Feudal 
System such as Empires, Kingdoms, 
Principalities, etc. This structure of vamp ire 
society serves to regulate and controlthe 
spread of vampirism and keep the Secret 
Society hidden as it cultivates its favorite 
blood feast. Vampires have their own 
undead feudal social structure that they 
use to govern the vampire lords and 
ensure the secrecy of the vampires within 
human populations. The Vampire seated 
on the Council of the Lordsof Darkness is 
considered the Sovereign or Emperor of 
each dynastic bloodline. Located deep 
within the shifting sands of the Vaudish 
desert, this council is comprised of the 
Father of each Blood Dynasty or their 
appointed representative. Below the 
council are the separate kingdoms, 
principalities, duchies, and baronies that 
are furthercontrolled bythe variouslevels 
of nobility of this dark social grace. The 
powerful nobility among the vampires 
(Prince of Darkness Levels) have 
established these major bounda ries 
through the use of guile, betrayal and 
many bloody wars. 

Underthe direction of the Council of the 
Lordsof Da rknessare specialized vampires 
known asSlayers. ASIayer is initiated asa 
vampire slave (of 1 st Level). Upon request 
of the Council, a number of selected 
Noble Vampire Lords will send a levy of 
1 st - level Blood Suckers to the Council of 
the Lordsof Darkness. Underthe guidance 
of the Council these select vampires are 
trained in the dark a its of assassination as 
those artsrelate to vampires, humans, and 
humanoids. Slayerswill progress from that 
point on as a Multi-Class Vampire Lord/ 
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Assassin. Hie Slayer will never be a noble 
within the va mpire soc ia I structure, a nd will 
never own land or gain the political 
powersofthe otherva mpire lords. But the 
Sla versa re feared and revered within the 
vampire societies. For when a Slayer 
arrives with word from the Council of the 
Lords of Darkness, informing a powerful 
vampire king that he must eliminate a 
section of his household due to a threat 
to the secrecy of the vampire society, 
there are few if any questions. It is merely 
done, because a threatto one isa threat 
to all. If there isa further violation of the 
vampires' code of secrecy, then the 
Slayersare sentto deal with the offending 
vampire and all his followers and slaves. 
No vampire will lend aid to a vampire that 
has been marked by the Council of the 
Lordsof Darkness, forto violate thatsacred 
pactthreatensthe entire Sec ret Soc iety. 

If the Vampire Lord is too powerful or 
uncooperative for the Slayers to handle 
directly, then the Council may require of 
the other blood dynasties aid in dealing 
with the offending Vampire Lord and their 
descendants. With this request, another 
undead war will commence, until the 
offender and all their descendants are 
committed to oblivion. 

The Slayers also actively hunt Rogue 
Vampires and their descendants. The 
Rogue is considered a vile abomination 
to the Vampire Lord. Roguesare chaotic 
by their very nature and they threaten the 
secrecy that vampires rely upon. It is 
usually a Rogue Vampire thathasdrawn 
the attention the Vampire Hunters. And it 
is not unheard of for a Slayer to provide 
hints and leave obviouscluesthatwill lead 
these Vampire Hunters to a Rogue, thus 
saving the Slayerthe trouble. 

The final and a most important function of 
the Slayersare to locate and remove any 
human opposition to vampires. Any 
empires, kingdoms, or regions, where the 
nobility of the Vampire Lords are having 
difficulty becoming established will be 
infiltrated bySlayersand the non-vampire 
agents of the Council, in the attempt to 
remove the problem. If groupsof humans 
have determined thatthere isa presence 
of vampires among them and are taking 
active stepsto combatthe vampires, the 



Slayeristhe Sec ret Society's initial solution 
to this dilemma. 



Vampire Lords Appointed Representatives 
to the Council of the Lordsof Darkness 

Hydarii Dynasty 

Ecbatana (Son of Hydames) 

18 tn Level Vampire Lord 
Alignment: Lawful Evil 
Hp: 71 

S:17 1:14 W:16 D:14 C:14 Ch:17 
Armor: +2 chain mail, gauntlets of dexterity 
Magic Items: amulet of the Day- Walker, 
wand of stinking clouds (8 Charges), ring 
of invisibility 

Wea pons: +1 broadsword of the Vampire 
Lord, +2 long bow of strength, +3 dagger 
of venom 

Ecbatana appearsasa handsome young 
man in his early twenties. Hisdarkangular 
featuresbelie hisancient desert heritage 
of the Damnesii Kingdom. Ecbatana has 
shoulder length waving dark brown hair, 
flaming blue eyes, and a well defined 
muscular build. Among the world of the 
living, his youthful features give him the 
carefree appearance of a naive youth, 
an easy mark. This appearance is very 
deceptive of histrue abilitiesand hasbeen 
the downfall of many an underworld type 
looking foran easy victim on a darkened 
city street. He is also quite adept at 
drawing an attractive young maiden 
away for just a few private moments of 
conversation. If anything, Ecbatana isa 
verycunning predatorof the living. 

He is the son of Hydarnes. He was 
appointed to the Council by Hydames 
and sits in the highest seat of the Council 
ofthe Lordsof Darkness. Hisdealingswhile 
on the Council have at times been brutal. 
His temper gets the better of him on 
occasion, but his power and the power 
ofthe Hydarii Dynasty seem to be well 
founded and undeniable. 

At one time, centuries ago, Ecbatana 
so ug ht o ut his mothe r, Amuria , to sla y a nd 
end her existence as a Rogue Vampire. 
He found her preying off the inhabitants 
and travellers of a small out of the way 
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village. In the battle that ensued, 
Ecbatana was subjugated and made a 
slave to his mother. Now she controls him, 
ashe is completely com pliant to herevery 
whim. With the information that she has 
gleaned from Ecba tana's position on the 
Council, she isnow able to launch a very 
effective campaign against her former 
husband's blood dynasty. Ecbatana's 
frequent trips do not seem to draw any 
attention, and the mysterious way in which 
Amuria seems to defeat and escape the 
Slayers that are constantly seeking her 
doom, hasasyet not been tide together. 
For now none of the Vampire Lords 
suspect. 

Herodotii Dynasty 

Ahura 

17 tn Level Vampire Lord 

Alignment: Neutral Evil ( with Lawful 

tendencies) 

Hp: 69 

S:17 1:14 W:16 D:18 C:18Ch:14 
Armor: +3chainmail, helm of teleportation 
Magic Items: amulet of the Day- Walker, 
ring of sbength(+3) 

Weapons: +1 short sword of the Vampire 
Lord, +3 dagger, +1 spear 

Ahura appears as a very muscular man 
of middle age. Hisface iscriss-crossed with 
fine scars, which he gained in battleslong 
ago while still in human form. His left eye 
has a cut that goes from the brow across 
the eye and down through the cheek. This 
injury has turned his eye white and it ap- 
pears to be useless. In reality the dam- 
aged eye hasa special ability; Ahura can 
clearly detect invisible objects with this 
white pus-filled eye. He hasused itto great 
effect in the past. Ahura has developed 
a distinct preference fordwarven blood; 
he is one of the few vampires that does 
relish this race. He hasbeen known to take 
small bands of newly-trained Slayers and 
raid through the high mountain warrens 
of the Damnenese tribesto satiate his pal- 
ate. These dwarf tribeshave evolved dark 
legend sand Ahura is known as"Akvamia 
Necashim" orthe "Throat Ripper" in com- 
mon. On his last visit only Ahura and two 
ofthe Slayers returned, butAhura wassat- 
isfied none the less. He'll be much more 
careful in the future. 



Many years ago, Ahura wasthe ranking 
officeron guard outside of Anuasa 'stent 
the night that Anuasa went mad and flew 
through the camp in a violent rage, slay- 
ing all that he encountered. Anuasa 
knocked Ahura to the side and Ahura lay 
unconscious, while the guards that were 
on duty with him were slain. Ahura was 
awakened to find the camp in chaos. As 
the ranking officer still alive, Ahura had 
several other so Id iersfrom hisdetachment 
take the bodiesof the slain genera Is to a 
secret location. Once all was lost, Ahura 
returned and stayed on guard with the 
bodiesof Anuasa 'ssla in genera Iswhile the 
remainderofthe detachment returned to 
the camp and tried to negotiate a proper 
surrender of the army and burial of the 
slain generals. In the days that followed, 
Ahura hid with and said prayers over the 
bodiesofthe lost genera Is. Then one night 
the body of Herodotius arose. Ahura 
thought it a miracle and that his prayers 
had been answered, and in his enthusi- 
asm he was slain. Due to his unyielding 
loyalty to the genera Iswhen Ahura rose a 
few nights later, he was one ofthe very 
first of the Vampire Lords to be created 
by the blood ritual, and became a de- 
scendant ofthe Herodotii Dynasty. 

Ahura is one ofthe oldest and most pow- 
erful ofthe Herodotii Dynasty. He sitsinthe 
second most powerful seat on the Coun- 
cil of the Lords of Darkness. This is a frus- 
trating position for Ahura; power is some- 
thing that he ad mires greatly. Herodotius 
hasbeen building his power base within 
his dynasty for decades, and Ahura has 
been deflecting the Council away from 
gaining knowledge of this build-up. Soon 
the Herodotii Dynastywillchallengeforthe 
most powerful seat on the council. And 
Ahura will obtain the power and control 
that hasbeen a driving force within him. 

Persepolii Dynasty 

Nebuchania 

14 tn Level Vampire Lord 
Alignment: Neutral Evil 
Hp: 54 

S:10 1:17 W:16 D:15 C:15 Ch:17 

Arm on +3 studded leather armor, +2 large 

shield 
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Magic Items: amulet of the Day- Walker, 
staff of the magi, ring of spell storing (4 

spells of DM 's choice) 
Magic-User Abilities: 12 in Level 
Weapons: +1 longswoid of the Vampire 
Lord, +2 short bow, +3 dagger of venom 

Nebuchania appearsasa frail female with 
a stern piercing stare. The immediate 
impression is a woman of early middle 
age, late 20'sto early 30's At a glance, 
Nebuchania has very plain nondescript 
featuresand could very easily blend into 
the background of any setting. She only 
makes direct eye contact when she is 
ready forthe kill and her gaze becomes 
a very useful tool. Other than her intense 
stare, her sandy blond hair, pale bland 
facia I featuresand quiet build make fora 
perfectly forgettable individual. This she 
usesto herbestadvantage when hunting 
for her next victim. She favors youth of 
elven stock, and the descendants within 
her blood dynasty are only to happy to 
supply Nebuchania with her personal 
culinary fa vo rites. 

When dealing with the other membersof 
the Council of the Lords of Darkness, 
Nebuchania is well versed in the art of 
deception. Itwasherpredecessorthat lost 
the power that the Persepolii held for 
centuriesand he paid the ultimate price 
forthisloss. Now Nebuchania hastaken it 
upon herself to recover that which was 
lost. Her deceptions to the council 
concern the secret acquiring of power 
that the Persepolii Dynasty has 
undertaken. The effortsare paying offand 
soon the time will be ripe with opportunity. 
Tne costof recovery pro misesto be a most 
bloody event in the Vampire Lord histories. 
Achminii Dynasty 

Aechylius 

15 tn Level Vampire Lord 
Alignment: Lawful Evil 
Hp: 62 

S:10 1:14 W:13 D:19 C:16Ch:18 

Armor: +2 chain mail, girdle of hill giant 

strength 

Magic Items: amulet of the Day- Walker, 
ring of invisibility, helm of tele porta tion 
Weapons: +1 broadsword of domination, 
+2 composite long bow, +2 dagger of 
venom 



Aechyliusisc lean-cut with a shaved head 
that hidesthe presence of his black hair. 
He has very fine features and a calm 
friendly demeanorwhen he ishunting. He 
uses these happy non-threatening 
character traits to great effect when 
hunting. Hisphysical build isaverage and 
not very note-worthy, but his speed and 
agility is quite impressive. Aechylius cuts 
quite a dashing character as his 
personality is very flamboyant. He likes 
attention and seeks approval from the 
descendants of the Achminii Dynasty. Of 
all the appointments to the Councilofthe 
Lords of Darkness, Aechylius is the most 
open and friendly when dealing with 
fellow Vampire Lords; human types and 
their ilk are a commodity, and nothing 
else. 

The Father of Eternal Darkness of the 
Achminii Dynasty, Achaeminid, has 
become even more reclusive during these 
last few periods of waking. Yet for an 
a ncient that spends most of hisactive time 
Douring over dusty sc ripts a nd dead 
anguages, Achaeminid is requiring 
Hibernation on a more regularly occurring 
basis. This has concerned Aechylius. If 
Achaeminid isnearing the end of his 
undead existence this will be the end of 
the Achminii Dynasty as a whole, as the 
death of the Father is the death of the 
blood dynasty. Hissuspicionsare directed 
towards the health and vitality of the 
Achminii father, for if he were to discover 
the true cause, the ra mific ations of 
Achaeminid's secret intentions would 
bring a bloody ruin to the Council of the 
Lords of Darkness, and allow only one 
surviving blood dynasty, the Achminii. 
Should Acheaminid'splanfail, it will be the 
ruin of the Achminii Dynasty. It'sa winner 
take all proposal that the Council of the 
Lordsof Darkness may have to face soon. 

Unholy Archbishop and Council Advisor 

Cambyses(High Priest of Anshar) 

20 tn Level Vampire Lord 
Alignment: Neutral Evil 
Hp: 68 

S: 101: 15W:17 D:12 C:15Ch:17 

Armor: Armor is worn only when ready for 

battle or outside of stronghold: +2 plate 
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mail, +2 shield 

Magic Items: amulet of the Day- Walker, 
well of lost souls, brooch of shielding, staff 
of command, potion of fire giant strength 

Cleric Abilities: 19 tn Level 
Weapons: -f4Mace 

Cambyses appears as an out-of-shape 
man in his late middle age. He looks 
friendly enough with his pudgy body and 
balding head; but when engaged in 
serious conversation, his demeanor 
changes. Hisgaze becomespiercing and 
hiseyestake on a deep set appearance. 
Cambyses is not a vampire to be taken 
lightly. 

Cambyses is the Unholy Archbishop and 
Advisor to the Council of the Lords of 
Darkness. His role isa very powerful one in 
the Secret Society. Cambyses is gifted in 
the fine artsof betrayal, and manipulation. 
Hismanoeuvringswithin the SecretSociety 
have been meteoric and hisfollowersare 
both loyal to him and fearful of him. He 
wasthe force behind the formation ofthe 
Slayers, the enforcersofthe SecretSociety. 
Cambyses is regularly sent on missionsfor 
the Vampire Lordsthat net much wealth 
and have great influence on the 
populationsof the world. Hispowerbase 
asUnholyArchbishop and Council Advisor 
is secure. 

Long, long, ago Cambyseswasa human 
High Priest of Anshar. He wasthe chief 
advisorto a most powerful dark overlord 
that had designs on the neighboring 
kingdom of Darmesii. Cambyses had 
taken his most powerful arcane item with 
him while on campaign. But the demon 
that Cambyses released on a fateful night 
capitalized on Cambyses' eagerness to 
bring success to the morrow's battle. His 
momentary oversight is one that will 
plague him forall eternity. 
Occasionally, as he travels on Council 
business, he hears the retellings of the 
ancient battle with Anuasa that brought 
about the creation ofthe vile vampires. 
He liked the older versions, the oneswhere 
his name was used. Now all they 
rememberisAnuasa, and sometimes the 
names of the Fathers of Eternal Darkness. 

It wasthe slaying of Cambysesthat was 
the final charm that brought about the 



vampire asa powerful undead. Driven by 
an insane thirst, the generals of Anuasa 
were obsessed to seekout Cambyses, and 
so they slew him in a frenzy of feeding. This 
final act, initiated by the demon lord 
Ha dak, took a group of mere violent 
undead and created an immortal evil. 
Because Cambyses was slain by each of 
the Fathers, he doesnothave a true father 
and isnota true memberof any vampire 
blood dynasty. Only the death of all the 
Fathers may have any affect on the 
continued existence of Cambyses, for he 
ispartof alland none atthe same time. It 
may even be possible thatCambysesand 
all hisdescendants may survive unscathed 
if the fathers were to die. "The Vampire 
Lords of Cambyses may, in fact, need to 
be hunted down one by one to truly wipe 
out the Vampire Lord race. 

Cambysesisstilla mostfavored high priest 
of Anshar. "The creation of vampires has 
given Anshara race of darkchildren that 
he takes great pride in. Though Anshar 
does not take to openly meddling in the 
vampire interests, he does keep tabs on 
their growth, and the undead strengths 
which they were given asa gift from him 
through the arcane revenge that the 
Demon Lord Hadaktookon Cambyses. 

On several occasions Cambyses has 
soughtoutHadak. Cambyses has learned 
that Hadak was rescued from the 
vengeful angerof Druaga and is now an 
unholy duke of Cambyses' own deity, 
Anshar. "This has increased Cambyses' 
hatred of Hadak. The last time thatHadak 
and Cambyses met, it took Cambyses 
several centuries to fully recover. Lord 
Hadak has grown very strong since his 
servitude to C a mbyses those many 
centuries a go. 

Haddak (demon lord) 

Armor Class: -2 

Move: 12" 

Hit Points: 112 

No. of Attacks: 2 

Damage per Attack: 2-20/2-20 

Special Defences: +2orbetterweaponto 

hit 

Magic Resistance: 20% 
Size: L(ll' tall) 
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Alignment: Neutral Evil (with Chaotic 

tendencies) 

Plane: Pandemonium 

S: 20 (+3, 48) I: 19 W: 17 D: 20 C : 22 C h: - 

2 

Ha da kc an take on any shape orfomnthat 
appealsto him. Hisprime form isof a large, 
eight-foot-tall, bull headed creature with 
fangs and black claws. His chest heaves 
with every breath and hisamnsappearas 
massive as his powerful legs. 

Ha dak returned to his master, the Lawful 
Evil deity Druaga, ruler of the Nine Hells, 
only to be beaten, tortured and 
condemned to a lingering death. But in 
short order, the Chaotic Evil deity Anshar 
became aware ofthe presence of a new 
evil entity in the world which Hadak had 
so recently visited. The scheming success 
of Ha dak's creation ofthe vampire race 
made Anshar very pleased. "The powers 
of Hadak's revenge had created an 
undead monster that worshipped 
darknessand fed on the blood of humans; 
both thingsmet Anshar's most accepting 
approval. Anshar had Hadak retrieved, 
saved and elevated. 



Hadakisnow Neutral Evil and haspower 
and authority as an unholy duke in the 
plane of Pandemonium. Ha dak travels the 
Astral Plane visiting various parallel 
material planes seeking souls for Anshar 
to consume and when the circumstance 
are correct, creating more vampires 
whenever possible. 

Recently one of the Fathers of Eternal 
Darknesshascontacted Hadak. There was 
a discussion concerning deification, 
eternal unlife asa vampire god. Hadak's 
mind is twisting with the myriad of 
possibilities; all of them centeron Hadak 
asa central and supreme power. Hadak 
hasnot asyet decided if he will share this 
contact with Anshar, or keep it to himself 
and use this undead as a pawn to 
someday aid him in over-powering his 
dread master. 

With his power and authority, Hadak has 
become complacent, a dangerousthing 
considering the company that he keeps. 
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